OcHOBbi Unity 3D 



flepeBefleHO m noflroTOB/ieHO - "Jandar-man" (2013-2014 rofl) 



riepsan nacTb 3HaMeHMTOM Tpn/iornn ocpfiuMa/ibHOki AOxyMeHTauMU no K)hmth 3fl 

Tenepb no/iHOCTbto Ha pyccKOM fl3bixe. 



OcHOBbi Unity 3D 



PyKOBOflCTBO no IOhmtm 3fl 



(aKTya/ibHO Bepcun 4.3.4) 




L|e/ib flOKyMeHTa. 



flaHHbm flOKyNieHT 6bm co3flaH mhokd p,nn o6/ierMeHMH M3yHeHna m pa6oTbi /iK)6oro 

KDHMTOMaHa, TaK KaK B CeTM He TaK MHOTO MHCf)OpMai4MM nO KDHMTM Ha pyCCKOM A3blKe. 

flepeBOfl 6bm HanaT 16 mkdha 2013 rofla b 21:00. Bee onucaHHoe 3flecb HB/ineTCfl fly6/in- 
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poBaHHOM Bepcuen toto mto MMeeTca b opurnHa^bHOM flOKyMeHTaunn, nocTaB/ifleMOM 
BMecTe c KDhmtm - npocTO y>Ke Ha rpaMOTHOM pyccKOM H3biKe. 1/13 OTce6flTMHbi TyT pa3Be mto 

Me/lKMe BCT3BKH BO BpeMfl nOflCHeHMM KaKMX-/lM60 C/10>KHblX TepMMHOB, B C3MMX CTaTbflX, 

nocBHLH6HHbix o6cy>KfleHMK) onpefle^eHHbix TeM, He6o/ibLune coBeTbi, noflCKa3KM, noflKO/iKM 
(ec/in Koro-TO ohm o6nflyrr, to npowy npomeHMfl) m moh npeflnc/iOBkm-noc/iec/iOBkifl))-Bce 
3to 6yfleT noMeMeHO uBeTOM. Bn3ya/ibHbie >Ke noflCKa3KM 6yayT noNieHeHbi Kpac- 

HbiM uBeTOM. TaK>Ke b flOKyMeHTaunK) 6bmn flo6aB/ieHbi HeKOTopbie BcnoMoraTe/ibHbie 
M3o6pa>KeHHH, KOTopbix HeT b opurnHa^e. Cfle/iaHO sto 6bmo p,nn ynpomeHMfl ycBoeHna 
caMoro MaTepna^ia. Boo6meM MMTaeM KHury m Hac/ia>KflaeMC?i. 




JlannH AHflpeki 1/lropeBMH - Jandar-man (oh >Ke Jandar, Andrewviz, 

Andrew v\ Buble-Gangster b oahom cp/iaKOHe). 



PyKOBOflCTBO no K)h 



Bee npaBa 3aLHMLneHbi. © 2013, Jandar-man. 

(Unity Manual) 



flo6po noxo/iOBaTb b KDhmtm. 

KDhmtm npocTO co3flaH fl/ia Tex, kto xc-ieT co3flaBaTb MHTepecHbie nrpbi v\ flpyroki yB/ieKaTe/ibHbm 
My/ibTMMeflna KOHTeHT. 3to pyKOBOflCTBo 6bmo co3flaHo c qe/ibio noMo^b /iK)6oMy >Ke/iaK)ineMy 
noHATb KaK no/ib30BaTbca KDhmtm, HaMMHaa c 6a30Bbix v\ 3aKaHMMBaa npoflBMHyTbiMM TexHMKa mm . Bbi 
Mo>KeTe npoMecTb ero ot Ha^a/ia flo KOHqa, /im6o ncno/ib30BaTb b KanecTBe HanoMMHa/iKM b 
noBceflHeBHOM pa6oTe. 

PyKOBOflCTBo pa3fle/ieHo Ha HecKo/ibKo pa3.qe.noB. nepBbiM pa3fle/i 

, nocBflineH 3HaKOMCTBy c MHTepcfjeMCOM KDhmtm, fl/ia Mrp 

, a TaK>Ke ocHOBaM co3flaHMfl Mrp Ha KDhmtm. Ec/im Bbi hobmnok b KDhmtm, Bbi flo/i- 
>khh HaMaTb c MTeHMfl noflpa3fle/ia nofl Ha3BaHMeM 

C/ieflyioinMM pa3fle/i - npeflcraB/ifleT M3 ce6a Ko/i/ieKUMio Macro 3a,qaBaeMbix Bon- 

pocoB, nocBflmeHHbix Bbino/iHeHMio ocHOBHbix 3afla4 b KDhmtm, m OTBeTOB Ha hmx b BMfle Bbino/iHeHMH 
no/ib30BaTe/ieM nowaroBbix MHCTpyKqMM. 



noc/ieflHMM pa3fle/i, 




aflpecoBaH tbkmm npo6/ieMaM KaK 




rMMM3ai4Mfl 

3BepTbiBa- 



Korfla Bbi 3aKOHMMTe ^TeHMe flaHHoro pyKOBOflCTBa, o6paTMTecb TaK>Ke k 

M fl/lfl 03HaKOM- 

zieHMfl cflpyrMMM bosmokhoctamm no C03flaHMK> BaniMX Mrp Ha KDhmtm. 

EC/IM Bbi He HaUI/lM B flaHHOM pyKOBOflCTBe OTBeTa Ha KaK0M-/lM60 M3 CBOMX BOnpOCOB, TO Bbi cmo- 
>KeTe H3MTM MX Ha M/1M Ha 0<t)M- 

UMa/ibHbix cJ)opyMax no KDhmtm. 

n/ioflOTBopHoro m npMATHoro BaM MTeHMfl flaMbi m rocnofla 
KoMaHfla KDhmtm m n c hmmm)) 
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Or/1AB/1EHME: 





(User Guide) 
asics) - 

(Learning the interface) - 
(Project Browser) - 

(Hierarchy) - 

(Toolbar) - 
(Scene View) 
(Game View) - 
(Inspector) - 

(Other Views) 

(Customizing Your Workspace) - 



Hi 



(Asset Workflow) 
(Creating Scenes) 
(Publishing Builds) 

(Unity Hotkeys) 

(Preferences) 
(Building Scenes) 

(Game Objects) 

(The Game Object-Component 

Relationshi. 

(Using Components) 
(The Component-Script Relationship) 
(Deactivating Game Objects) 
Ising the Inspector) 

(Editing Value Properties) 
(Preset Libraries) 




signing References) 

(Multi-Object Editing) 

ector Options) 

(Using the Scene View) 
(Scene View Navigation) 
(Positioning Game Objects) 
(Scene View Control Bar) 



(Searching) 
(Prefabs) 

(Lights) 

0 




(Terrain Engine Overview) 
(Asset Import and Creation) 



(Primitive Objects) 

(Importing Assets) 
(Importing models) 
(3D formats) 

(Materials and Shaders) 
exture 2D) 

(Sprite Editor) 
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Sprite Packer) 

(Procedural Materials) 
(Movie Texture) 

les) 

(Tracker Modules) 




(Creating and Using Scripts) 



Components) 
Event Functions) 



OMnmikipoBaHMH cKpunr 



(Control- 
(Creating and Destroying 

(Special Folders 



and Script Compilation Order) 

(Namespaces) 
(Attributes) 

(Asset Sto 

Access and Navigation) 





Muja KOMFIOH 



Administratior 



ki/iMLuy KOMnoHe 
tob (TO/ibKO ana K 



(Team License Only)) 

License Only)) 
License Only)) 




a KOMnoHeH 



(Asset Store 
(Asset Store Publisher 
(Asset Store FAQ) 

(Asset Server 



(Setting up the Asset Server) 

(Cache Server (Team 



bKO ana KoMaHflH 



To/ibKO fl/in KoMaHflHoro mna /inueH3 



(Cache Server (Team 




(Cache Server FAQ) 
(Behind the Scenes) 



(Creating Gameplay) 



eMfl nporoHa Mr 



at runtime) 
(Input) 



(Instantiating Prefabs 




(Transforms) 



(Physics) 



TeM na 



■ 



(Adding Random Gameplay 



• 



(Particle Systems Overview) 

(Particle System Curve Editor) 

(Colors and Gradients in 
the Particle System (Shuriken)) 

(Gradient Editor) 

(Particle System Inspector) 

(Introduction to 
Particle System Modules (Shuriken)) 

(Particle System Modules (Shuriken)) 
(Particle Effects (Shuriken)) 
(Mecanim Animation System) 
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OcHOBbi Unity 3D - OrsiaB/ieHne 



and Mecanim terms) 




(A Glossary of Animation 

(Asset Preparation and Import) 
(Using Humanoid 

(Preparing your own character) 
(Importing Animations) 
(Splitting Animations) 



(Working with humanoid 



(Creating the Avatar) 
(Configuring the Avatar) 
uscle setup) 

(Avatar Body Mask) 



Humanoid animations) 



(Retargeting of 

(Inverse Kinematics) 

(Generic Animations in Mecanim) 
(Bringing Characters to Life) 
(Looping animation clips) 

(Animator 

r) 

(Animation State Machines) 
(State Machine Basics) 
nimation States) 

(Animation Transitions) 
(Animation Parameters) 
(Blend Trees) 
(ID Blending) 
Blendi 

(Additional Blend Tree 
(Mecanim Advanced topics) 



mation Curves in Mecanim (Pro only)) 
(Sub-State Machines) 
(Animation Layers) 




HH3M3 aHMMaiJMOHHblX COCTOflHMM, 
eMOH » ) 



JlbHbl 



mute)) 



(Root Motion - how it works) 



(Tutorial: 

Scripting Root Motion for "in-place" humanoid animations) 

(Mecanim Performance and 

Optimization) 

(Mecanim FAQ) 

(Using the Animation View) 

(Overview) 
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• 


OLL|bK) LLlKa/lbl BpeM 


(Editing 


Keys and Keyframes with the Dopesheet) 







(Using Animation Events) 
(Using Animation Curves) 
(Navigation and Pathfinding) 
Navigation Meshes) 

(Enabling a Character to 



Navigation Layers and 



(Game Interface Elements) 
letworked Multiplayer) 

(Getting Started with IOS Development) 
(Unity IOS Basics) 
(Unity Remote) 
(IOS Scripting) 




> 
> 



compatibility level) 



PyKOBOflCTBO no >Ke/ie3y M 

OnTMMM3aU.Mfl npOM3BOflHTe/1b 
Ukia/lbHbie OnTMMM3aL(M 



(Advanced Unity 
(Using .NET API 2.0 



(IOS Hardware Guide) 

(Optimizing Performance in IOS) 
(IOS Specific Optimizations) 



(Measuring Performance with the Built-in Profiler) 



the Size of the Build IOS Player) 

> (Account Setup) 

> 

currently not supported by Unity IOS) 

> (Building 

> 

(Preparing your application for "In App 



Splash screen of Your Mobile Application) 
> (Trouble Shootin 



powrpbiBaTe/i 



M MOMeHT B lOHHTM fl/lH M 



(Optimizing 



ires 




e3-npM/io>KeHMe 



(Customizing the 



■9 



eHMM pa6oTaioii4MX non HOC CMcreriy 



(Reporting crash bugs on IOS) 



> 
> 
> 
> 



HacTpofiKa AhaPOma nnflP(n 
flucTaHMMOHKa ana Aha 
Pa3peiueHMe npo6/ieM 
6iAeHM5i 06 oujn6Ka 



(Reporting crush bugs under Androi 



(Getting Started with Android Development) 
(Android SDK Setup) 
(Android Remote) 
rouble Shooting) 



m 

currently not supported by Unity Android) 



a6oTaroLijkix noA Ahapoma CMCTeMy 

OMeHT B lOHHTM flflfl AHAPO 



(Features 
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1 



> Jfi; (Support for Split 
Application Binary (.OBB)) 

> (Player Settings) 

> (Android Scripting) 

> (Building Plugins for Android) 

> (Customizing the 
Splash screen of Your Mobile Application) 

(Getting Started with Blackberry 10 




(Setting up Unity to Build to Your BlackberrylO Device) 
(Blackberry 10 Details) 

(Plugins for Blackberry 10) 
(Blackberry 10 Controller) 
(Debugging on Blackberry 10) 
(Blackberry 10 FAQ) 

(Windows Store: Getting Started) 

(Windows Store: Deployment) 
findows Store: Debugging) 
(Windows Store: Profiler) 

(Windows Store: Command line 



> 
> 



Windo 
no 
C#) 
floiuar 
C+ 
Windo 
flpMMepbi 
CTvnan 



(Windows Store: Plugins) 

(Windows Store: Project Types) 
(AppCallbacks Class) 
(Windows Store: FAQ) 

(Windows Store: FAQ: WACK) 
(Windows Store: Examples) 
(Windows Phone 8: Getting Started) 

(Windows Phone 8: Deployment) 
(Windows Phone 8: Debugging) 
(Windows Phone 8: Profiler) 



(Interaction between Unity and Windows Phone step by step guide) 

(Windows Phone 8: Plugins) 



indows Phone Plugins step by step guide (using C#)) 



hone (Ha 



ndows Phone (Ha 



(Windows Phone Plugins step by step guide (using C++)) 
(Windows Phone 8: FAQ) 
(WP8 Examples) 



with Native Client Development) 

I 



Devel 

> 
> 
> 

> 



LU: YCTaHOBK 

0/13 lu: C6opKa m 
0/13 lu: Oman 
0/13 lu: Hto nofl 





(Getting Started 
(Getting Started with Flash 



(Flash: Setup) 

(Flash: Building & Running) 
(Flash: Debugging) 

(Flash: What is and is not supported) 
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Projects) 



Ha6>KeHkie flaHHbIMM IOHMTM M3 0/13 



Flash to 



Unity) 



> 



> 
> 



Functions from Unity) 



ripuMep: flocTyn k crafl 
flpMMep: 0/13LU nepeMeHHb 



(Flash: Embedding Unity Generated Flash Content in Larger Flash 

(Example: Supplying Data from 
(Example: Calling ActionScript 
(Example: Browser JavaScript 



mm ActionScript M3 KDhm 




m 



(Example: Accessing the Stage) 
(Example: Flash Vars) 



(FAQ) 



3.S 



bo no nepexofly c Bepcmi IOhmtm 3. 



(Upgrade Guide from Unity 



KOBOflCTBO nO 06HOB/ieHM51M B K)HMTM 

OB/ieHne BauiMX IOhmtm npoeKTOB c sep 



(Unity 3.5 Upgrade guide) 

(Upgrading your Unity 



Projects from 2.x to 3.x) 



M3MKe 



1*1 m 1*1 -fj L H ■ 



mm b cpefle «M 
OnMcaHMe o6hob/ichmm b PeHflepM 

Py KOBOflCTBO nO M3MeHeHM51M, KOCHyi 



lysics Upgrade Details) 

(Mono Upgrade Details) 
(Rendering Upgrade Details) 



(Unity 3.x 



(Step-by-Step Guide 



Shader Conversion Guide) 

> (Unity 4.0 Activation - Overview) 

■ (Managing your Unity 4.x license) 

(Step-by-Step Guide 

to Online Activation of Unity 4.0) 

to Manual Activation of Unity 4.0) 

> (Game Code Questions) 

(How to 

make a simple first person walkthrough?) 

(Graphics Questions) 

(How do I import Alpha Textures?) 
(How do I use Normal Maps?) 

(How do I use Detail 

(How do I Make a Cubemap Texture?) 
(How do I make a Skybox?) 

ow do I make a Mesh Particle Emitter? (Legacy Particle 





(How do I make Splash Screen?) 

(How do I make a Spot Light Cookie?) 

(How do I fix 

del?) 

How do I use Water?) 

(FBX export guide) 

(Art Asset 



(How do I import Models from my 3D app?) 



orpaMMbi no 3fl MOfle/iM 
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(Importing Objects From Maya) 

(Importing Objects From Cinema 4D) 
(Importing Objects From 3DS Max) 

(Importing Objects From Cheetah3D) 
porting Objects From Modo) 
(Importing Objects From Lightwave) 
(Importing Objects From Blender) 



(Workflow Questions) 

(Getting started with Mono 



noBTopHO ncno/ib30BaTb KOMnoHeHTbi b Apyrux npoeKTa 



reuse ass 



Tbl UnU 06HOBMTb CTaHflapTHbl 



install or upgrade Standard Assets?) 
Platfor 



aTcpop 



rm 



eTOK ana pa3pa6oTMHKa Mo6n/ibHbix np 



(How do I 
(How do I 
(Porting a Project Between 

(Mobile developer 



checklist) 

(Crashes) 

(Profiling) 
(Optimizations) 
Advanced) 




(Vector Cookbook) 
(Understanding Vector Arithmetic) 

(Direction and 

(Computing a 



;s in Another Vector's Direction) 
(AssetBundles (Pro only)) 
(Asset Bundles FAQ) 
(Building AssetBundles) 

(Downloading AssetBundles) 

(Loading resources from 



Storing and loading binary data in an AssetBundle) 

(Protecting Content) 

(Managing asset dependencies) 
(Including scripts in 



3aii4MTa coflep>KMMoro (kohtch 



YnpaB/ieHMe 3aBHCHMOCTflMH KOM 



KpunTOB B COOpHMKM 



Oco6eHHOCTM rpacpn 
TexHO/iomn BM3ya/i 
IOhmtm 



I 



(Graphics Features) 
gh Dynamic Range) Rendering in Unity) 



ro flMHaMMHecKoro 



PeMCMM 

/lnHeMHoe ocBemeHne (To/ibKO ana flpo K)3epoB) 




(Rendering Paths) 
inear Lighting (Pro Only)) 
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(Shaders) 

Jers: ShaderLab & Fixed Function shaders) 



(Using DirectX 11 in Unity 4) 



TOpOHHHM MeTOflOM) 



Emulation) 

(Asset Database) 

(Build Player Pipeline) 

(Profiler (Pro Only)) 
window) 
(CPU Usage Area) 

(Rendering Area) 

(Memory Area) 
(Audio Area) 
Profiler) 

(GPU Area) 
(Lightmapping Quickstart) 
[Lightmapping In-Depth) 




(Level of Detail (Pro Only)) 



(Shaders: Vertex and 




(Lightmapping UVs) 

Light Probes (Pro Only) 
(Occlusion Culling 



(Understanding the View Frustum) 

(The Size 

) 

Dolly Zoom (AKA the 



(Using an Oblique 
(Creating an Impression of Large or 



oading Resources at Runtime) 

(Modifying Source Assets 



(Generating Mesh Geometry 



(Anatomy of a Mesh) 

(Using the Mesh Class) 

(Example - creating a Billboard 



b IOhmth npoeKTa 



(Usir 



Using Mono DLLs in a 
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> 
> 



npaKTMHecKoe 
npmiowe 
nparcnme 



1 




(Execution Order of Event Functions) 



(Practical Guide to Optimization for Mobiles) 



■ ' my It 



OTHHKOB M06k1/1bHblX 



(Practical Guide to Optimization for Mobiles - Future & High End Devices) 



npaKTMHecKoe pvkoboactbo no onTMM 
npii/io>KeHMM - rpacpkinecKkie MeT 



(Practical Guide to Optimization for 



necKoe pykoboactbo no onTkiM 
eHHH - MeTOflbi KacarouiMecfl 



(Practical Guide to 
Optimization for Mobiles - Scripting and Gameplay Methods) 



(Practical Guide 




Optimization for Mobiles - Rendering Optimizations) 




(Practical Guide to Optimization for 

(Structure of an Unity XCode Project) 

(Optimizing Graphics Performance) 
(Draw Call Batching) 

■ (Modeling 

(Rendering Statistics Window) 
(Reducing File Size) 

(Understanding Automatic 



(Platform Dependent Compilation) 



(Generic Functions) 
(Debugging) 
(Console) 
(Debugger) 



(Log Files) 



nor cpaft/i 
flocTyn k c 
ri/iarnHbi (Bo3MO>KHOCTb flocTyrm 

M06M/lbHblX npH/10>KeHMM) 

arnHbi una HacTO/ibHbix cucTeM (fl 



Platforms) 



(Accessing hidden folders) 

nly Feature)) 
(Building Plugins for Desktop 




(Building Plugins for iOS) 

(Building Plugins for Android) 

(Low-level Native Plugin 

(Textual Scene File Format) 
(Description of the Format) 

(An Example of a YAML 

(YAML Class ID Reference) 

(Streaming Assets) 

(Command line arguments) 

Running Editor Script Code on 
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> 
> 
> 



> 
> 
> 



CTOpOHHMM MeTOflOl 

riecoMHuua 6e3onacHoc 
BcTpanBaHne Visual Studio C 



(Network Emulation) 

(Security Sandbox of the Webplayer) 
(Visual Studio C# Integration) 

jMTJdii^iii ; i r*ii u i m lit 'I'/TTTW^Th *ih \ i ill K*T7T^k\*^nTiTim iX*T7tnT*^ T\ 
(Version control integration (Team License only 

(Using External 

Version Control Systems with Unity) 
(Analytics) 

(Check For Updates) 

(Installing Multiple Versions of Unity) 
(Trouble Shooting) 

(Troubleshooting Editor) 




3anncb HecKo/ibKiix Be 



mck m ycTpaHeHHn npoo 



ck m ycTpaHeHHn npo6 



MCK M yCTp 



M B KJHMTM 



fleTa/ibHoe onucaHne HanpaB/iem-ibix Te 



rioncK 11 ycTpaHeHHn npoosieM TeH 



BbiHuc/ieHne pa3Mepa TeHeM 



MB (PeflaKTop MeTOfla BBOfla) b K)h 



(Troubleshooting Webplayer) 



MMM3aL|M51 Una BCTpoeHHblX BMfleOKa 



(Directional Shadows Details) 
(Troubleshooting Shadows) 
Size Computation) 
(IME in Unity) 

(Optimizing for integrated graphics 



cards) 



biBaHHe ee6 n/ieepa 



L KOfl f\nn 3arpy3KM 



Pa6oTa c UnityObject2 



HacTpoMKa BMfla 3arpy30HHoro OKHa b 



Web Playe 
Player's Behavior) 
browser communication) 




eb Player Deployment) 

(HTML code to load Unity content) 
with UnityObject2) 

(Customizing the 



hmkom m Be6 n/ieepoM 



b se6 nn 



(Customizing the Unity Web 

(Unity Web Player and 



(Using web player templates) 
rer Streaming) 
(Web Player Release Channels) 

(Using the 
Chain of Trust system in the Web Player) 



Pe/iki3Hbie KaHa/ibi una se6 nn 



o/ib30BaHne cMCTeMbi «Me 



floc/ieziHee o 



(Last update: 2013-09-20) 



TO.... CTyneHbKM KOHMI/l/ll/ICb 



(fl>K0HHM KeMfl>K - CMepTe/ibHaa BuTBa 1) 
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(User Guide) 




3tot pa3fle/i pyKOBOflCTBa nocBflmeH paccMOTpeHMio oco6eHHocTeM v\ 4)yHKi4M0Ha/ibH0CTM KDhmtm. 
B HeM 6yflyT paccMOTpeHbi TaKne TeMbi KaK: kimepcpeMC, 6a30Bbie KOMnoHeHTbi KDhmtm, pa6oTa c 
KOMnoHeHTaMM m co3flaHMe npocTeMiuero reMMn/iea. Korfla bu no/iHocTbio 3aKOHMMTe meHMe flaH- 
hoto pa3fle/ia pyKOBOflCTBa y Bac y>Ke 6yfleT o6mee npeflcraB/ieHMe o tom, KaK npMMeHMTb KDhmtm, 
MTo6bi co3flaTb c ero noMombK) cbok) He6o/ibiuyK) MHTepaKTMBHyra cqeHKy m ony6/iMKOBaTb ee. 

Mbi peKOMeHflyeM HaMMHaromMM no/ib30BaTe/iflM Ha4aTb c mtchma noflpa3fle/ia nofl Ha3BaHMeM 



nity Basics) - 

(Learning the interface) - 
(Project Browser) - 

ierarchy) - 

(Toolbar) - 
(Scene View) - 
(Game View) - 
(Inspector) - 

(Other Views) 

(Customizing Your Workspace) - 

(Asset Workflow) 
Creating Scenes) 
(Publishing Builds) 

(Unity Hotkeys) 

(Preferences) 
(Building Scenes) 

(Game Objects) 





Relationshi 




(The Game Object-Component 

(Using Components) 
(The Component-Script Relationship) 
(Deactivating Game Objects) 
sing the Inspector) 

(Editing Value Properties) 
(Preset Libraries) 
signing References) 

(Multi-Object Editing) 

(Inspector Options) 

(Using the Scene View) 
(Scene View Navigation) 
(Positioning Game Objects) 
(Scene View Control Bar) 



(Searching) 
(Prefabs) 

(Lights) 

0 




(Terrain Engine Overview) 
(Asset Import and Creation) 
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(Primitive Objects) 



> 




(Importing Assets) 
(Importing models) 
brmats) 

(Materials and Shaders) 
Texture 2D) 

(Sprite Editor) 
(Sprite Packer) 

(Procedural Materials) 
(Movie Texture) 

(Audio Files) 

(Tracker Modules) 

cripting) 

(Creating and Using Scripts) 



ling GameObjects Using Components) 

(Event Functions) 

GameObjects) 

(Coroutines) 



Conporpa 
Cneukia/ibHbie 



k KOMrm/ikipoBaHiifl CKpunT 



(Control- 
(Creating and Destroying 

(Special Folders 



and Script Compilation Order) 

(Namespaces) 
[Attributes) 

(Asset Store) 




(Asset Store 



(Asset Store Publisher 
(Asset Store FAQ) 

(Asset Server 

(Setting up the Asset Server) 

(Cache Server (Team 



(Cache Server (Team 



>nly)] 

(Cache Server FAQ) 
(Behind the Scenes) 
(Creating Gameplay) 



at runtime) 
(Input) 




eMn nporoHa nr 



(Instantiating Prefabs 




(Transforms) 




eMeHTOB renMn/1 



(Adding Random Gameplay 



(Particle Systems Overview) 

(Particle System Curve Editor) 

(Colors and Gradients in 
the Particle System (Shuriken)) 
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Unity 3D - PyKOBOflCTBO no/ib30BaTe/in 



IZJ l rZ 1 . a I • J i ■ I 



fill IH all* 



MHcneKTop CucTeMbi Ha 

3H3KOMCTBO C MOfly^flMM C 



(Gradient Editor) 

(Particle System Inspector) 

(Introduction to 
Particle System Modules (Shuriken)) 

(Particle System Modules (Shuriken)) 
(Particle Effects (Shuriken)) 
(Mecanim Animation System) 

(A Glossary of Animation 



i y if j j fc T #i aw 'iiumy 



3cpcpeKTbi nacTMM (CiopuKeH) 
CucTeMa AHMMaukiM «MeKaHH 
f/ioccapufi TepMMHOB no bhhm 



floflroTOBKa KOMnoHeHTOB v\ mx klMno 
Mcno/ib30BaHne Me/ioBeKoo6pa3Hbix n 



(Asset Preparation and Import) 
(Using Humanoid 



Characters) 



Baiuero nepco 



oeaHne aH 
6kiBKa aHHMauiiii 
OTa c aHMMauMeM ne 



(Preparing your own character) 
(Importing Animations) 
(Splitting Animations) 

(Working with humanoid 



animations) 

♦ 
♦ 
♦ 

Hunr 

♦ 

(Pro only) 



Pi 

06pa 

HaCTpOHKa Mbl 

MacKa Tena ana o 

•eopneHTaunn ne/io 



(Creating the Avatar) 

(Configuring the Avatar) 
(Muscle setup) 

(Avatar Body Mask) 



(Retargeting of 



KHHeMamKa (TO/ibKO fl/iH flpo K)3ep 



(Inverse Kinematics) 



aHMMauHH b MeKaH 
AbixaeM b nepcoHameft >KM3Hb 

flOBTOpeHMe OTpe3KOB aHMMau 
aUMOHHbIM KOMnOHeHT H 



(Generic Animations in Mecanim) 
ringing Characters to Life) 
(Looping animation clips) 

(Animator 
Component and Animator Controller) 

(Animation State Machines) 
(State Machine Basics) 
Animation States) 

(Animation Transitions) 
(Animation Parameters) 
(Blend Trees) 
(ID Blending) 
[2D Blendii _ 

(Additional Blend Tree 




> 
> 



(Mecanim Advanced topics) 

(Working with Animation Curves in Mecanim (Pro only)) 
(Sub-State Machines) 
Layers) 



UMOHHblX COCTOHHMM, 

«HeMoii») 



(Animation State Machine Preview (solo and mute)) 

(Target Matching) 

(Root Motion - how it works) 
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TMHT MCTOHHMKa flBMW 








laukiM mna «Ha-MecTe 


(Tutorial: 



HABO no «MeK3HHM 
Mcno/ib3yn BMflOBoe okho 



l1pOM3BO 





Scripting Root Motion for "in-place" humanoid animations) 

(Mecanim Performance and 



(Mecanim FAQ) 

(Using the Animation View) 

(Editing 

esheet) 

(Using Animation Events) 
(Using Animation Curves) 
(Navigation and Pathfinding) 
tion Meshes) 

(Enabling a Character to 



(Navigation Layers and 



(Game Interface Elements) 
etworked Multiplayer) 

(Last update: 2010-09-09) 



(Off-mesh Links) 
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CrpaHMua OTflbixa 



3Ta CTpaHHua cneMMa/ibHO 6bi/ia ocrae/ieiia nycTOM, HTo6bi sawn 
r/ia3KM CMor/iM OTfloxHyrb npe>Kfle neM ohm 3a6yflyT hto sto 
TaKoe, HdHMHaq co c/ieayioiiieM crpaHMMbi. ;D 
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OcHOBbi Unity 3D - OcHOBbi KDhhth 



(Unity Basics) 



3Ta qacTb flOKyMeHTaunn CTaHeT BaweM crrnpaBHOM tomkom Ha nyTM M3yMeHMH HDhmtm. B Hefi 
6yflyT paccMOTpeHbi: MHTepc^eiic KDhmtm, nyHKTbi MeHK), ncno/ib30BaHne KOMnoHeHTOB, co3flaHne 
cqeH m ny6/iMKaun5q c6opoK. 

KorAa Bbi 3aKOHMMTe meHne flaHHOM ^acm, bu noMMeTe, KaK pa6oTaeT KDhmtm, iok ero mo>kho 
3c})4)eKTMBHo ncno/1 b30Bai"b m KaKne niarn Heo6xoflMMo Bbino/iHMTb, MTo6bi co3flaTb npocTeHbKyio 
nrpy. 



(Learning the Interface) 



B stom r/iaBe 6yqeT HeMa/io MHcJjopMauMM una kBy^ei-ma, TaK 
mto Bbifle/ime BpeMfl fl/ifl o63opa v\ noHMMaHna toto KaK 
pa6oTaeT MHTepcJ)eMc. Kawflbm 3/ieMeHT MHTepcfieMca 3flecb 
6yfleT paccMOTpeH b oTfle/ibHocTM oTflpyrnx. 





(Asset Workflow) 



B stom r/iaBe Ha npuMepe oflHoro KOMnoHeHTa 6yqeT 
noKa3aHo, KaK no/ib30BaTbCfl KOMnoHeHTaMM b qe/ioM. 
MHCTpyKUMM, onucaHHbie 3flecb npeTeHflyioT Ha onucaHne 

JIHLUb 6a30BblX fleMCTBMM BbinOJlHfleMblX C KOMnOHeHTaMM, M3 

Bcex flocTynHbix no/ib30BaTe.nflM b KDhmtm. 




(Creating Scenes) 



CueHbi coctoat M3 o6"beKTOB BaweM Mrpbi. B Ka>KflOM cueHe 
bh 6yfleTe Mcno/ib30BaTb co3,qaHHbie BaMM, /im6o y>Ke roTOBbie 
KOMnoHeHTbi Heo6xoflMMbie fl/ia co3,qaHMfl oKpyweHMH, 
npermTCTBMfl m fleKopaqMM, oahmm c/iobom - npoeKTMpoBaTb m 
co6MpaTb Baniy Mrpy no KycoMKaM. 



^1 ^1 




A^m^v^fc^i o . (Publishing Builds) 



B /ikd6om MOMeHT pa6oTbi Hafl MrpoM BaM TaK m/im MHaMe 
3axoMeTca yBMfleTb KaK 6yqeT Bbir/iafleTb Baiua Mrpa BHe 
peflaKTopa, KaK caMocTOflTe/ibHbiM roTOBbm npoqyKT 

, /im6o 3anycKaeMOM Mepe3 Be6 rmeep KDhmtm. 3Ta 4acTb 
flOKyMeHTaijMM o6"bscHMT BaM KaK no/iyMMTb flocryn k 
HacTpoMKaM c6opKM BanieM Mrpbi m 

paccKa>KeT o tom KaK co3flaBaTb pa3/iMMHbie c6opkm 
BaiueM Mrpbi. 

CTpaHnua | 18 



OcHOBbi Unity 3D - H3yneHne uHTepcpeftca 



(Tutorials) 



3tm OH/iaMH ypoKM noMoryT BaM npno6pecTM qeHHbie 
npaKTMMecKne HaBbiKM b xofle co3,qaHi/m pea/ibHbix npoeKTOB. 




M3yHeHne MHTepcbeft 



Yyy ro/ioB03a 



(Learning the interface) 

, yfle/in CBoe BpeMfl, MTo6bi 03HaK0MMTbCfl c MHTepcfieMcoM peflaicropa KDhmtm, 
MHane fla/ibwe Te6a >K,qyT 6ooo/ibiiine TpyflHocTM. coctomt M3 

HecKo/ibKnx pa3fle/ieHHbix Me>Kfly co6om , MMeHyeMbix fla/iee . B KDhmtm 

npucyTCTByeT HecKo/ibKo TunoB BMflOBbix okoh - Bee ohm MMeraT CBoe Ha3HaMeHne m 6yflyT 
paccMOTpeHbi 6o/iee noflpo6Ho Myrb HM>Ke. 



peBaT&ib npoeKTOB 




mm'' 



Boe OKHO Mrpbi 



(Game View) 

(Inspector) 



♦ flpyrwe BMAOBbie o 



(Other Views) 



noc/ienHee o6HOB/ieHne: 2013-0 



(Last update: 2013-05-29) 
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(Project Browser) 

3to BMflOBoe okho npeflHa3HaMeHo fl/ifl flocryna v\ ynpaB/ieHna TeMM KOMnoHeHTaMM, KOTopbie 
MMeioT oTHoiiieHne k BaweMy npoeKTy. 




AH Matfrali 
All Model* 
All h 

All Sctipu 

ttAngr>«ott 
MAninutkms 
MjCdMor 
► Mlxptoitont 
M Fonts 
— Gi/mos 
■■Materials 
▼ I 




•wdl.boMtM nww.bat OTM.bet#« nMt.boipM miM.boUfc miw.boMurt ni».boi-n 



» _ Emuonmem 

_ [KXHl 

- ■ — runi'Tuf* 



JleBafl naHe/ib o6o3peBaTe/ifl c/iy>KMT fl/ia oTo6pax<ei-imi nepapxunecKOM cTpyKTypbi nanoK 



1 



aB/iflrOLMkiM H3 ce6a y>Ke BceM i/i3BecrHyro cxeMy «PoflMTe/ib-noTOM 



■ 



Baiuero 

npoeicra. Ec/im bh Bbifle/iMTe oflHy M3 nanoK me/iMKOM Mbimn b zieBOM naHe/in, to b npaBOM naHe/in 
TyT >Ke OTo6pa3MTCfl ee coflepxwMoe. (Assets) SB 

npnHafl/ie>KainMe k KaKOMy-/in6o Tuny MMeraT 3Ham<ki, fleMOHCTpupyromne mx npi/iHa,q.ne>KH0CTb k tom 
m/im mhom rpynne 3/ieMeHTOB (cKpum, MaTepna/i, noqnariKa v\ T.fl.)- Pa3Mep 3HaMKOB mo>kho 
M3MeHATb, nepeMemaa no/i3yHOK, pacnanoweHHbm b HM>KHeM MacTM naHe/in: b c/iy^ae ec/in 
no/i3yHOK cMecTMTb k caMOM zieBOM rpaHnqe, r,qe cTeneHb ,qa/ibHeMLiiero oxaTkm 3HaMKOB y>Ke 6yqeT 
HeB03Mo>KHa, 3Ha4KM npMMyT BMfl nepapxn^ecKoro cnncKa, noxo>KMM Ha tot, mto Mbi bmamm b zieBOM 
naHe/in stoto BMflOBoro oKHa. npocTpaHCTBo c/ieBa ot no/i3yHKa c/iy>KMT fl/ia noKa3a, Bbi6paHHoro b 
flaHHbm MOMeHT o6"beKTa, BK/ihOHafl no/iHbiki nyTb k HeMy, ec/in o6"beKT 6bm HafifleH nyTeM noncKa. 

Hafl cnncKOM coflep>KMMoro Baiuero npoeicra pacno/io>KeHa ceKqua 

(Favorites), r,qe Bbi Mo>KeTe xpaHMTb Macro ncno/ib3yeMbie BaMM 3/ieMeHTbi fl/ia 6bicTporo 
flocTyna k hum b /iio6oe BpeMfl. Bbi Mo>KeTe nepeTarnBaTb 3/ieMei-iTbi c nepapxuMecKoro cnncKa 
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OcHOBbi Unity 3D - 06o3peBaTesib npoeKTOB 



Bamero npoeKTa b M36paHHoe, a Taioxe coxpaHHTb Tyqa Bbino/iHeHHbie BaMM noncKOBbie 3anpocbi 
(cMOTpnTe HM>Ke (Searching) 



npyiMo naHe/ibio pacno/iaraeTca 3/ieMeHT no,q Ha3BaHneM 

(breadcrumb trail), KOTopaa noKa3biBaeT nyTb, no KOTopoMy HaxoflMTca npocMaTpuBaeMaa b 
flaHHbm MOMeHT nanKa. Pa3fle/iMTe/in b aflpecHOM qenn cnywaT fl/ia 6bicTporo nepeMeineHna Me>K,qy 
OTfle/ibHbiMM 3BeHbflMki nepapxuMecKOM CTpyKTypbi Baiuero npoeKTa. LUe/moK no Ka>K,qoMy M3 
3BeHbeB qenoHKM no3Bo/iaeT nepeMemaTbca Me>K,qy oTqe/ibHbiMki 3BeHbHMki aflpecHOM qenn. B 
pe>KMMe noncKa stot 3/ieMeHT MHTepcJ)eMca MeHaeT cbom bv\r cooTBeTCTBeHHo MecTy, b kotopom 6bm 
npon3BefleH noc/ieflHMM noncK (b KopHeBOM KaTa/iore KOMnoHeHTOB, b Bbifle/ieHHOM nanKe 

m/im b xpaHM/ikiine KOMnoHeHTOB) oflHOBpeMeHHo oTo6pa>Kafl n/iaTHbie v\ 6ecn/iaTHbie KOMnoHeHTbi 
Mepe3 pa3fle/iMTe/ib . Bo BK/iaflKe «06mne» oKHa HacTpoeK KDhmtm 

ecTb onqufl, no3Bo/iflK)iuafl 0TK/iK)MMTb oTo6pax<ei-ii/ie pa3fle/iMTe/ia 6ecn/iaTHbix/n/iaTHbix 

KOMnoHeHTOB OH/iaMHOBOrO XpaHM/lMliia KOMnoHeHTOB, eC/lM B HeM HeT He06X0flMM0CTM. 




B zieBOM BepxHeM yr/iy OKHa pacno/io>KeHa naHe/ib MHCTpyMeHTOB o6o3peBaTe/ifl. 




Pacno/io>KeHHoe b nesov\ <-\acrv\ nanenw MHCTpyMeHTOB Men\o (Create) c/iy>KMT fl/ia 

Ao6aB^eHMfl b TeKymyio nanKy HOBbix KOMnoHeHTOB v\ noflnanoK. CnpaBa ot stoto Men\o 
pacno/io>KeH Ha6op MHCTpyMeHTOB fl/ia noncKa KOMnoHeHTOB b BaweM npoeKTe. 



MeHK) 3Toro OKHa, oTKpbiBaiomeecfl 

^ PiojecQ 




aTMM npaBOM KHOnKOM MbllUM Ha 3arO/10BOK OKHa 




a TaK>Ke pacno/io>KeHHbiM b npaBOM BepxHeM yr/iy stoto OKHa 1 



no3Bo/ifleT nepeK/iioMMTbCfl c (two column layout) OTo6pa>Ke- 

hv\9\ coflep>KMMoro Baiuero npoeKTa Ha (one column layout). 

no cymecTBy roBopa, b stom c/iynae BaM 6yqeT flocryneH Jiniub nepapxuMecKMM 
BMfl coflep>KMMoro Baiuero npoeKTa 6e3 OTo6pa>KeHMfl caMux 3HaHKOB. 
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OcHOBbi Unity 3D - 06o3peBaTesib npoeKTOB 



3HaMOK 3aMKa, pacno/io>KeHHbiM cnesa ot MeHra 

^3- 




j 



c/iy>KMT fl/ifl (freeze) TeKymero 

coflep>KMMoro 3toi~o BMflOBoro oKHa (T.e. He no3Bo/ifleT co,qep>Ki/iMOMy oKHa 

MeHflTbCfl, He3aBMCMMO OT TOI~0 4T0 6bl B flaHHbIM MOMeHT He npoki30w.no) TaK>Ke 

KaK 3to pea/iM30BaHo b MHcneKTope. 



(Searching) 

B o6o3peBaTe/ib BCTpoeHa MoinHaa noncKOBaa cucieMa, KOTopaa Mo>KeT oco6eHHo noHaflo6kiTbCfl 
b cnyMaax, ec/in Heo6xoflMMo HaMTM Hy>KHbie KOMnoHeHTbi b 60/ibniMx v\nv\ Ma/io3HaKOMbix fl/ia Bac 
npoeKTax. Ec/im bh npocTo BBefleTe KaKoe-/in6o c/iobo b none noncKOBoro 3anpoca, to noncKOBMK 

OTC})M/lbTpyeT M OT06pa3MT B OKHe /lMlilb Te KOMIIOHeHTbl, KOTOpbie COOTBeTCTByiOT TeKCTy, 

BBefleHHOMy b 3to none. 




□ B 

Muzzle.Flash... Muzzle.Flash... MuzzleFlash muzzleFlash-... MuzzleFlash 

WW /a 

MuzzleFLash... MuzzleFLash.. MuzzleFlash.... Wfi*nm§ t 



Ec/im Bbi BBefleTe b noncKOBoe none 60/iee oflHoro 3Ha4eHna Kpyr noncKa 3a mctho 

coKpaTMTca. TaK, HanpuMep ec/in bh BBefleTe Tyfla c/ioBocoMeTaHne oh 
HaMfleT m oTo6pa3MT /lMiub Te KOMnoHeHTbi, KOTopbie 6yflyT co,qep>KaTb b cBoeM Ha3BaHMM 06a btmx 
cnoBa (T.e. oh BocnpuMeT mx He oTfle/ibHo flpyr ot flpyra, a KaK oaho ue/ioe). 

CnpaBa ot noncKOBMKa kiMeiOTCfl Tpn KHonKM : 
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riepBaa M3 hmx no3Bo/iaeT oTcpM/ibTpoBaTb KOMnoHeHTbi, HakifleHHbie 
npn noMomn noncKOBMKa cor/iacHO mx Tuny. 




Architecture 
Audio 
Character 
Concrete 
Effect 
Ground 
Fi op 
Road 
Sky 

Terrain 

Vegetation 

Vehicle 

Wall 

Water 

Weapon 



CneayioLnafl no CMeTy KHonKa no3Bo/iaeT oTcpmibTpoBaTb HafifleHHbie 
KOMnoHeHTbi cor/iacHO mx MeTKaM (MeTKM MoryT 6biTb Ha3HaMeHbi 

KOMnOHeHTaM B BMflOBOM OKHe MHCneKTOp). B CBfl3M C TeM, MTO 
KO/lMMeCTBO MeTOK MO>KeT 6blTb 6o/lbUJMM, 3TO MeHK) CHa6flM/lM CBOMM 

no/ieM fl/ifl BBOfla noncKOBbix 3anpocoB m cnncKOM cbmibTpoB. 

Ctomt OTMeTMTb, mto cbmibTpbi pa6oT3K)T no npkiHLtMny fl06aB/ieHMfl 
cneLikia/ibHoro cuMBo/ia k TeKCTy mckomoto KOMnoHeHTa. TaK, HanpuMep 
ec/in TeKCT mckomoto KOMnoHeHTa 6yfleT HaMUHaTbca c 6yKBbi sto 
6yqeT 3HaMMTb, mto noncK 6yqeT BecTMCb c cbn/ibTpauneM 
KOMnoHeHTa, ec/in >Ke 6yKBa to KOMnoHeHTa. Ec/im bh tomho 

3HaeTe mto bh kimeTe, to Mo>KeTe BBOflMTb stm cuMBo/ibi HanpflMyio b 
noncKOBoe no/ie, BMecTo toto MTo6bi ncno/ib30BaTb fl/ia stmx ue/ieM 

MeHK). Bbl MO>KeTe BeCTkl nOMCK Hy>KHblX BaM KOMnOHeHTOB, 

oflHOBpeMeHHo yKa3aB HecKo/ibKo TunoB v\nv\ mctok fl/ia cbn^bTpaMnn 
noncKa. Ec/im yKa3aTb HecKo/ibKo npn 
noncKe Hy>KHbix KOMnOHeHTOB, to Kpyr noncKa , mto6h Ha mtm 

Bee KOMnoHeHTbi c yK33aHHbiMM MMeHaMM m TunaMM. (T.e. b 3tom cnyMae 
cpM/ibTpauMfl no Tuny 6yqeT pa6oTaTb no npuHquny MCK/iKmeHna, 



Ec/im >Ke yKa3aTb HecKo/ibKo npn noncKe 

toto M/iki MHoro KOMnoHeHTa, to Kpyr noncKa Hao6opoT flo Tex 

KOMnOHeHTOB, KOTopbie 6yqyT o6/ia,qaTb BceMM Heo6xoflMMbiMM MeTKaMM. 




Crpam/ma | 23 



OcHOBbi Unity 3D - 06o3peBaTesib npoeKTOB 




(Searching the Asset Store) 




rlOMCK B xpaHMJiii 



noMCKOBMK OKHa o6o3peBaTe.rm MO>KeT TaK>Ke noMOMb b pa6oTe c 
KDhmtm (Asset Store). Ecrm bh Bbi6epeTe b aflpecHOM qenn 3BeHo no,q Ha3BaHneM 

, noncKOBMK oTo6pa3MT fl/ifl Bac KaK Bee n/iaTHbie, TaK v\ 6ecn/iaTHbie KOMnoHeHTbi M3 
xpaHi/mmna, cooTBeTCTBytomne BaiueMy noncKOBOMy 3anpocy. floncK noTuny v\nv\ MeTKaM 3flecb 
pa6oTaeT no TOMy >Ke npuHquny, mto m noncK KOMnoHeHTOB b Baninx npoeKTax. K/iroqeBbie cnoBa 
npn noncKe 6yqyT npoBepflTbca cnepBa: Ha cooTBeTCTBue MMeHM mckomoto KOMnoHeHTa, 3aTeM Ha 
cooTBeTCTBue MMeHM naKeTa, b kotopom btot KOMnoHeHT HaxoflMTca, 3aTeM Ha cooTBeTCTBue MeTKM 
naKeia m b KOHqe Ha cooTBeTCTBue onucaHMa naKeTa - (TaK, o6"beKT mma 

KOToporo coflep>KMT b ce6e MacTb K/iKmeBbix c/iob v\nv\ Bee stm cnoBa, 6yqeT pacueHeH noncKOBMKOM 
KaK 6o/iee 3HaMMMbiM v\ cooTBeTCTBeH ho BbiBOflMTca noBepx ocTa/ibHbix b pe3y/ibTaTax noncKa, neM 
tot y KOToporo Te >Ke K/iKmeBbie c/iOBa BcrpeTHTCfl b onucaHnn naKeTa). 



Search: 




RMCv2 Anima.. 



Paid Assets 




mil ' 



r Apr 

JflUL 

16 

Sage: Arum C._- 



6 Total 







(si 


j j'.IjJ - U 


UniSjve 



] 



EC/IM Bbl6paTb KaK0M-/lkl60 06"beKT 

M3 cnncKa, b oKHe MHcneKTopa TyT >Ke 
OTo6pa3MTca ero onucaHne, BMecre c 
onqneM, no3BO/iflK)meM KynnTb/cKaMaTb 
flaHHbm KOMnoHeHT. HeKOTopbie Tunbi 

KOMnOHeHTOB CHa6>KeHbl B03MO>K- 

HocTbK) npeflBapnTe/ibHoro npocMOTpa. 
K npuMepy, bh Mo>KeTe nponrpaTb He- 
6o/ibiuoM otphbok M3 ayqHodpaM/ia, 
/im6o noBpamaTb 3fl MOfle/ib npe>K,qe 
MeM KynnTb ee. B OKHe MHcneKTopa 
TaK>Ke MMeeTca onui/m 
no3Bo/iaioinafl npocMOTpeTb Bbi6paHHbm 

KOMnOHeHT, HO y>Ke B pOflHOM OKHe 
XpaHM/lMLLia KOMnOHeHTOB, a 3aOflHO M 
03HaKOMMTbCfl C flpyrMMM fleTa/lflMM, 
OTHOCfllUMMMCfl K flaHHOMy KOMnOHeHTy. 



CTpaHnua I 24 



OcHOBbi Unity 3D - 06o3peBaTesib npoeKTOB 



© In 



Asset Store: Machine Gun L Q 



Type 


GameObject 


7 Part of package 




Name 


Customizable Firearm 


Version 


1.0 


Price 


free 


Rating 


4 of 5 


Size 


535.04 KB 


Asset count 


21 


Web page 


http://u3d.as/3tf 


Publisher 


Zodiac Alliance Digits 



Import package 



Open] 



Store 






Okho MHcneKTopa c khohkovi «OTxpbiTb XpaHM/iMme KoMnoHeHTOB» (cneBa) m caMo okho 
xpaHM/iMma (cnpaBa) 

(Shortcuts) 

CnncoK c/ieflyioinnx ropaMux K/iaBMiu flocryneH ziniub b tom c/iynae, ec/in to m/im MHoe BMflOBoe 

OKHO 0603peBaTe/lfl 6yfleT aKTI4BHO B flaHHblfi MOMeHT. CTOMT OTMeTI4Tb, MTO HeKOTOpbie 143 HI4X 

pa6oTaK)T To/ibKo b flBycTo/i6uoBOM pex<i4Me 0T06pa>KeHi4fl coflep>Ki4Moro oKHa o6o3peBaTe/ia. (bh 
Mo>KeTe nepei</iK)m4TbCfl c oaho- Ha flBycTo/i6uoBbiM pe>KMM oTo6pa>KeHkifl npn noMomn MeHio 
pacno/ioweHHoro b BepxHeM npaBOM yr/iy OKHa). 

F - OpraHi430BaTb Bbifle/ieHne 

Tab - nepeK/iK)Mi4TbCfl Me>x,qy nesov\ v\ npaBOM naHe/ibio (b flBycTo/i6uoBOM pe>Ki4Me 0T06pa>KeHi4fl) 

Ctrl/Cmd + F - nepeK/iKDMHTbca Ha noncKOBoe no/ie 

Ctrl/Cmd + A - Bbifle/iMTb Bee oTo6pa>KaeMbie b oKHe/cnucKe o6"beKTbi. 

Ctrl/Cmd + D - fly6/ii4poBaTb Bbifle/ieHHbie kom noHeHTbi . 

Delete - Yfla/ieHne (c 0T06pa>KeHi4eM npeflynpe>Kflaioinero flua/ioroBoro OKHa). 

Delete + Shift - Yfla/ieHne (6e3 0T06pa>t<eHi4fl npeflynpe>Kflaioinero flua/ioroBoro OKHa). 

Backspace + Cmd - Yfla/ieHne (6e3 0T06pa»<eHi4fl npe,qynpe>K,qaK>mero flua/ioroBoro OKHa (OSX)). 

Enter - nepenMeHOBaTb Bbifle/ieHHoe (OSX). 

CMD + CTpe/iKa bhm3 - OTKpbiTb Bbifle/ieHHbie KOMnoHeHTbi (OSX) 
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OcHOBbi Unity 3D - klepapxnn 



CMD + crpe/iKa BBepx - Ha3afl Ha oflHy nanKy (OSX, flBycTO/i6MOBbiM pe>KMM) 

F2 - nepenMeHOBaTb Bbifle/ieHHoe (Windows) 

Enter - OTKpbiTb Bbifle/ieHHbie KOMnoHeHTbi (Windows) 

Backspace - Ha3a,q Ha oflHy nanKy (Windows, flBycro.n6i40BbiM pe>KMM) 

Crpe/iKa BnpaBO - pa3BepHyTb Bbi6paHHbiM 3/ieMeHT (nyHKT b flpeBOBMflHOM cnncKe v\ pe3y/ibTaTe 
noncKa). Ec/im 3/ieMeHT y>Ke pa3BepHyT, 6yqeT Bbi6paH ero nepBbm flOMepHMM 3/ieMem" b 

cnncKe. 

CTpe/iKa B/ieBO - cBepHyrb Bbi6paHHbiM 3/ieMeHT (nyHKT b flpeBOBMflHOM cnncKe v\ pe3y/ibTaTe 
noncKa). Ec/im 3/ieMeHT y>Ke CBepHyT, to 6yqeT Bbifle/ieH 3/ieMeHT BbiiuecTOflinMM Hafl 

HUM. 



Alt + CTpe/iKa BnpaBO 

npOCMOTpa KOMnOHeHTOB. 



pa3BepHyTb Bbi6paHHbiM 3/ieMeHT b pe>KMMe npeflBapnTe/ibHoro 



Alt + CTpe/iKa B/ieeo - cBepHyTb Bbi6paHHbiM 3/ieMeHT b pe>KMMe npeflBapnTe/ibHoro npocMOTpa 

KOMnOHeHTOB. 



6HOB/ieHne: 2012-11 




(Last update: 2012-11-15) 



Mepapx 



(Hierarchy) 



buflOBoe okho coflep>KMT b ce6e cnncoK 

Bcex (GameObjects) TeKymefi 

cqeHbi. HeKOTopbie v\3 hmx HB/iflioTCfl npaMbiMn o6pa3uaMi/i 
TaKnx KOMnOHeHTOB KaK 3fl MOAe/in, flpyrne we HB/iflioTCfl 
o6pa3uaMM 3a totobok (Prefabs), a TaKwe flpyrux 
o6"beKTOB, KOTopbie m 6yflyT cocraB/iflTb 6o/ibiuyK) MacTb 
BaiueM nrpbi. 



HflKDLUMM Hepa3pblBHyK) CBfl3b C 

opurnHa/ioM m no/iHyK) 3aBMCMM0CTb ot Hero, to ecTb ecni/i 
hto-to M3MeHMTbCfl b o6"beKTe-opnrnHa/ie, Te we 
M3MeHeHMfl cpa3y 3aTpoHyT v\ ero o6pa3 
MO>KHO Cfle/iaTb m b o6paTHOM nopflfl 




B oKHe nepapxnM 
mo>kho Bbifle/iflTb m nepeTarkiBaTb o6"beKTbi flpyr Ha flpyra, 

fl/lfl TOTO MT06bl MO>KHO 6bl/10 MCnO/lb30BaTb HacneflOBaHkie 
(CMOTpMTe HM>Ke). l/l3MeHeHMfl, npOM3BOflMMbie c 

o6"beKTaMM b cqeHe (flo6aB^eHne/yfla/ieHne) 6yqyTTaK>Ke 
OTpawaTbCfl m b OKHe nepapxuM. 



BuflOBoe okho nepapxuM 
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•[Ml 



(Parenting) 



KDhmtm ncno/ib3yeT KOHuenui/iK) Ha3biBaeMyio (Parenting). HTo6bi qqe/iaTb 

oflMH o6"beKT noTOMKOM .qpyroro flocTaTOMHo nepeTAHyTb m pacno/iowMTb btot o6"beKT 

Hafl npeflno/iaraeMbiM poflMTe/ieM b oKHe nepapxnn. [Iotomok yHac/ieflyeT 3Ha^eHv\9\ 

nepeMemeHMfl v\ BpaineHna cBoero po,qme/ibCKoro o6"beKTa. HTo6bi cKpbiTb v\nv\ noKa3aTb noTOMKOB, 
flocTaT04Ho me/iKHyTb no crpe/ioMKe pacno/io>i<ei-ii-ioti cnesa ot poflMTe/ibCKnx o6"beKTOB. 



: - Hierarchy 
Create * I (<?All 

CameObject 
CameObject 



:= Hierarchy 
J Create -| (or All 




▼ CameObject - 
CameObject 


PoflMTenb (cTaninuft\ 
- flOTOMOK (MnaflUIHft) 



/?ea He33BMCMMbix o6heKra. 



Ommh o6teKT Hacfiejjyer cBoticTBa Apyroro 



HTo6bi 03HaK0MMTbca 6o/iee noflpo6Ho c Hac/ieflOBaHneM, ncoKa/iyMcra, noceTMTe r/iaBy noA 
Ha3BaHneM TpaHccfiopMaMMM. 

(Last update: 2013-10-10) 




flaHe/ib m h crpy m e hto 



(Toolbar) 



+ o 



flanenb MHcrpyMeHTOB 
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OcHOBbi Unity 3D - flatte/ib mhctpymchtob 

naHe/ib MHCTpyMeHTOB coctomt M3 5 npocTbix 3/ieMeHTOB ynpaB/ieHMfl. Ka>Kflbm M3 hmx no-CBoeMy 
CBA3aH c oTfle/ibHbiMM 4acTAMM pe,qaKTopa. 




MHCTpyMeHTbl TpaHC<t)OpMaMMM - MCnO/lb3yK)TCfl BMflOBbIM okhom cqeHbi. 



n n Pivot Local j 



nepeK/noMaTe/ib oi"o6pa>KeHmi KOHTefiHepoB TpaHcctJopMaqnM - i/icno/ib3yeTCfl BMflOBbiM okhom 
cqeHbi. 



[► II_MJ 

KHoriKM nponrpaTb/nay3a/LUar - ncno/ib3yK)TC5q BMflOBbiM okhom nrpbi. 



BbinaflaiomuM cnncoK C/iom - oTBeMaeT 3a to KaKne o6"beKTbi 6y,qyT oi"o6pa>KeHbi b cqeHe a 
KaKne HeT. 




BbinaflaKDinkiM cnncoK KoMnoHOBKa - oTBenaeT 3a cnoco6 pa3MemeHMfl Bcex BMflOBbix okoh b 
peflaKTope. 




(Last update: 2012-10-17) 
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BkiflOBoe okho cue 



(Scene View) 



Scene 

Textured 



RGB 



^ I Effects 



CI 



zmos 




BM/JOBOe OKHO cueHbi 

BuflOBoe okho cueHbi (Scene View) - cBoero pofla Bania MHTepaKTMBHaa necoMHuqa. B 
fla/ibHeMiueM b stom Bmaobom OKHe bu 6yaeTe dponTb cbok> nrpoByio Bce/ieHHyio, pa3Memaa b new 
Bee Heo6xoflMMbie 3/ieNiei-iTbi, TaKne KaK: To^Ka CTapTa fl/ia nrpoKa, KaMepbi, Bparn m flpyrne 

(GameObjects). Bo3Mo>KHocTb ynpaB/iaTb o6"beKTaMM b bmaobom OKHe cueHbi 

AB/lfleTCfl OflHOM M3 CaMblX B3>KHblX B KDHMTM, n03TOMy TaK B3>KHO 3HaTb, KaK MO>KHO 6blCTpO 
ynpaB/lflTb 3TOM B03MO>KHOCTbK). C 3TOM Me/lbK) B KDHMTM 6bl/lM npe,qycMOTpeHbi 

(Keystrokes) fl/ia caMbix pacnpocTpaHeHHbix onepaquM. 
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®J?K&Q (Scene View Navigation) 

HTo6bi 6o/iee noflpo6Ho 03HaK0MkiTbCfl c HaBurauneM no bmaobomy oKHy cqeHbi, npocMOTpnTe 
nowa/iyficra r/iaBy no,q Ha3BaHneM HaBuraunfl no BuflOBOMy OKHy CueHbi. 3Aecb Jikiuib flaH KpaTKMM 
o63op caMux ochob: 



Yflep>KMBafl npaByra KHonKy Mbinin, Bbi BOMfleTe b 
through mode) KaMepbi. B btom pe>KMMe 
nepeMeiuaTbca no cBoefi cqeHe npn noMomn Mbini 
nepeMemeHMfl cooTBeTCTBeHHo BBepx v\ bhm3). 



)KHM CB060flHO 



nepBoro /in 



(Fly- 

Bbl CMO>KeTe CB060flHO 

WASD (n/iK)c Q v\ E fl/ia 



Bbi6epnTe jik>6om MrpoBOM 06"beKT m Ha>KMMTe K/iaBMiuy F. 3ra cfjyHKUMfl no3BO/iMT 

OTIjeHTpMpOBaTb TOMKy Onopbl M BMfl B OKHe Ha TeKymeM Bblfle/ieHMM. 

Mcno/ib3yMTe K/iaBMiuM co cTpe/iKaMM, mto6h nepeMemaTbca b X/Z n/iocKocTM. 



3a>KaTne K/iaBnnin Alt v\ nesov\ KHonKM Mbini 
BMfl BOKpyr TeKymeM tomkm onopbi. 



(+nepeMemeHne Mbimn) 
opbi onpefle/iaeTcsq MecTo 
m KaMepa/BMfl Ha KaKOM-/in6o o6"beKTe v\nv\ Her) 



no3Bo/iaeT BpamaTb 



3a>KaTne K/iaBnnin Alt m cpeflHePi KHonKM Mbimn 
naHopaMnpoBaTb bma b Bmaobom OKHe CqeHbi 



peMemeHne Mb 



no3Bo/iaeT 



3a>KaTne K/iaBnnin Alt m npaBOM KHonKki Mbimn no3BO/ifleT yBe/ikmn- 

BaTb/yMeHbiuaTb MacniTa6 oTo6pa>KeHM5q coflepwwMoro BuflOBoro OKHa CqeHbi. fl/ia Tex >Ke 
qe/ieM mo>kho ncno/ib30BaTb Ko/iecnKo Mbimn. 



Bo3mo>kho, Bbi HafifleTe no/ie3HbiM a/ibTepHaTMBHbiM cnoco6 Bbi30Ba 
(Hand Tool) (K/iaBMiua Q). Oco6eHHO npuroflHTca TeM, y koto oflHOKHonoMHasq Mbinib. AKTMBupyMTe 
pe>KMM naHopaMnpoBaHMfl v\ cRename cneflyiomee: 




3a>KMMTe K/iaBMiuy Alt m zieByio KHonKy Mbinin 
BMfl BOKpyr TeKymeM tomkm onopbi. 



nepeMemanTe Mbi 



, MTo6bi Ha^aTb BpameHne 




3a>KMMTe K/iaBMiuy Control (Command Ha Mac) v\ nesy\o KHonKy Mbimn 
, MTo6bi HaMaTb MaciiiTa6npoBaTb bma M3 KaMepbi. 
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B npaBOM BepxHeM yr/iy BuflOBoro OKHa CqeHbi pacnano>KeH 
Gizmo) 




■ 



(Scene 




Ka>Kflaa MBeTHaa «pyMKa» BuflOBoro Ky6a npeflCTaB/iaeT M3 ce6a oflHy M3 

KOOpflMHaTHblX OCeM. EC/1M K/lMKHyTb no n\060V\ M3 3TMX pyMeK, TO BMfl M3 KaMepbi 
CMeHMTCfl Ha opTorpac}5MMecKMM 




M CTaHeT CMOTpeTb B 



HanpaB/ieHMM Bbi6paHHOM ocm. Mo>kho TaK>Ke K/iMKHyTb no tskctobom Haflnncn, 
pacno^o>KeHHOM b HkiwHefi MacTM BuflOBoro Ky6a, 4to6h cMeHMTb bv\r M3 KaMepbi 
c nepcneKTMBHoro Ha M30MeTpMMecKMM 





1 



B pe>KMMe M30MeTpnMecKoro oTo6pa>KeHmi cueHbi bh 



Mo>KeTe BpamaTb bwr BOKpyr TeKymeM tomkm onopbi (3a>KaB m yqepwkiBafl npaByio KHonKy Mbinin m 
oflHOBpeMeHHo nepeMemaa Mbinib) v\ naHopaMnpoBaTb ero (3a>KaB m yqepwMBafl K/iaBMiuy Alt + 
cpeflHioK) KHonKy Mbinin (Ko^ecnKo) m oflHOBpeMeHHo nepeMemaa Mbinib). 

3aMeTbTe, mto bmaobom Ky6 He OTo6pa>KaeTCfl, Konqa BMflOBoe okho cueHbi Haxoqirrcfl b 2D 
pe>KMMe, TaK KaK stot pe>KMM noflpa3yMeBaeT oTo6pa>KeHkie cueHbi Jimiib b XY n/iocKocTM. 



HTo6bi 6o/iee no,qpo6HO 03HaKOMMTbCfl c no3MMMOHMpoBaHneM MrpoBbix 06"beKTOB b cueHe, 
npocMOTpnTe noKa/iyficTa r/iaBy nofl Ha3BaHneM no3i/iui/ioHkipoBaHkie MrpoBbix 06"beKTOB. 3flecb 

/lMLUb flaH KpaTKMM o630p C3MMX ochob: 

B npouecce co3flaHMfl cbomx nrp, BaM TaK v\nv\ MHa^e npufleTca pa3MemaTb Ky^y bcakmx 
o6"beKTOB Ha TeppnTopnn Baninx nrpoBbix mmpob. fl/ia stmx ue/iefi v\ npeflHa3HaMeHbi 1/lHcrpyMeHTbi 
TpaHcc})opMai4MM, pacno/ioweHHbie b naHe/in MHCTpyMeHTOB, TaKkie KaK: nepeMemeHne, BpameHne m 
MacLUTa6npoBaHMe. Ka>K,qbiki MHCTpyMeHT MMeeT cbom 

(Transform Gizmo), cooTBeTCTByiomuM Ha3HaMeHMK) MHCTpyMeHTa v\ oTo6pa>KaeTCfl b Bmaobom 
OKHe CueHbi BOKpyr Bbifle/ieHHoro(-bix) o6"beKTa(-OB). 



KT, 3aTeM nepeMemaa Mbinib, mo>kho TpaHccJ)opMi/ipoBaTb (Transform) MrpoBOM 06"beKT b 
HanpaB/ieHMM Bbi6paHHOM ocm, /im6o mo>kho c tom >Ke ue/ibio HanpflMyio BBOflMTb ^nc/ioBbie 3HaHeHMfl 
b cooTBeTCTByrainne no/ifl, pacno/ioweHHbie b bmaobom OKHe MHcneKTopa. 



(Positioning GameObjects) 



3a>KaB zieBOM khoiikom Mbinin oflHy M3 ocefi 
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KOHTeMHepbl TpaHccpopMaLiMM (KT) 




naHe/ib ynpaB/ieHMx Bu/ioBoro oKHa ojeHbi 

naHe/ib ynpaB/ieHMfl BuflOBoro OKHa CqeHbi no3Bo/ifleT Bbi6paTb oflMH M3 pewi/iMOB oTo6pa>KeHMfl 
cqeHbi - TeKCTypupoBaHHbiM, KapKacHbiM, RGB-pe>KMM, (Overdraw) v\ 

MHorne flpyrne. C noMombio Hee mo>kho TaK>Ke BK/iK)4MTb 0T06pa>KeHMe/cKpbiTMe BHyTpnnrpoBoro 
ocBemeHMfl, 3ByKOB/My3biKM, 2D pe>KMM, a TaK>Ke ynpaB/iflTb TeM, KaK 6yqyT Bbir/iafleTb Te v\nv\ MHbie 

06"beKTbl, 34)(})eKTbl M KOHTeMHepbl TpaHCC})OpMai4MM. fl/lfl nO/lHOTO 03HaKOM/ieHMfl C flaHHOM TeMOM, 

npocMOTpme, nowa/iyMcra r/iaBy nofl Ha3BaHneM PewkiMbi OTo6pa>KeHMfl. 




(Last update: 2013-10-14) 
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BMAOBoe okho Mrpbi 

Bee <ato OTo6pa>KaeTCfl b Bmaobom Okhs Mrpbi peHflepirrcfl npn noMomn KaMepbi(p). 3to okho 
AeMOHCTpupyeT to, KaK 6y,qeT Bbir/iafleTb 3aBepweHHafl Bepcua BaweM nrpbi. (Cameras) 
Hy>KHbi, mo6bi noKa3aTb noTeHqkia/ibHOMy nrpoKy, to 4to oh yBMflMT Ha 3KpaHe Korfla 6yqeT nrpaTb 
b Baniy nrpy, noaTOMy npn co3flaHMM nrp BaM Taioxe noHaflo6flTca KaMepbi. 



HTo6bi donee noflpo6h 



)HO 

03HaKOMMTbca c KaMepaMM, npocMOTpnTe noKa/iyficra r/iaBy no,q Ha3BaHneM KaMepbi. 
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(Play Mode) 




HTo6bi yBMfleTb KaK 6yqeT Bbir/iafleTb 3aBepweHHafl Bepcua Bameki nrpbi, Bocno/ib3yMTecb 
KHonKaMM, oTBeMaiomMMM 3a ee (Play Modes) b oKHe peaaKTopa, 

pacno/io>KeHHbiMM Ha naHe/in MHCTpyMeHTOB. J~lK)6bie M3MeHeHMfl, BHeceHHbie b nrpy b Pe>KMMe 
Bocnpon3BefleHMfl BpeMeHHbi, v\ 6yqyT c6ponieHbi Konqa Bbi BbikifleTe v\3 flaHHoro pe>KMMa. 



TaM m ocTaHeTca, fla>Ke Kor,qa Bbi BbiMfleTe M3 flaHHoro pe>KMMa - TaK mto «don't worry, be happy» 

TCfl) 

(ec/in noTeMHeeT - 3H3mmt b pe>KMMe nrpbi (Bocnpon3BefleHMfl), < 

ipOBaHMfl). 



3HaMMT b pe>KHMe pe/iaKTM 



naHe/ib ynpaB/ieHMJi BuflOBoro OKHa Mr 





(Game View Control Bar) 



flanenb ynpaBneHMn Bn/joBoro okhs nrpbi 



3TO 



nepBbiM BbinaflaiomuM cnncoK, pacno/io>KeHHbiM Ha naHe/in ynpaB/ieHMfl BuflOBoro OKHa Mrpbi 

(Aspect Drop-Down) 
. B 3tom cnncKe mo>kho Bbi6paTb Hy>KHoe cooTHomeHne ctopoh fl/ia BuflOBoro OKHa 
Mrpbi. 3Ta onqufl MO>KeT npn-roflHTbca, mto6h npoTecTupoBaTb to, KaK 6yqeT Bbir/iflfleTb Baiua nrpa 

Ha MOHMTOpaX C pa3HblMM COOTHOLUeHMflMM CTOpOH. 



(k npuMepy 1600 x 900 ni/iKce/ieM), b to BpeNm 
KaK CTapbie Tunbi mohmtopob noflflep>KMBa/iM cooTHomeHne 5:4 (k npuMepy 1280 x 1024 nuKce/ieM). 
A ec/in 6biTb eme npome, to sto cooTHomeHne fl/iMHbi MOHMTopa no oTHoiueHMK) k ero mnpuHe, to 
>Ke caMoe KacaeTca nuKce/ieM, KOTopbie m cfropMi/ipyioT M3o6pa>KeHi/ie Ha 3KpaHe Baiuero MOHMTopa). 



M].,n<i;* . j^anee cnpaBa pacno/io>KeH nepeK/noMaTe/ib 

(Maximize on play). Ero BK/iraMeHne no3Bo/iaeT b «pe>KMMe Bocnpon3BefleHMfl» yBe/iuMMTb 06/iacTb 
npocMOTpa BMflOBoro OKHa nrpbi Ha Becb 3KpaH MOHMTopa. 




fla/iee cnpaBa pacno/io>KeHa KHonKa (Stats). 
Ee Ha>KaTne no3Bo/iaeT oTo6pa3MTb Ha 3KpaHe npo3paMHoe 

OKOLUKO CTaTMCTMKM PeHflepMHTa, KOTOpOe MO>KeT OKa3aTbCfl 

BecbMa no/ie3HbiM npn MOHMTopuHre npoM3BOflMTe/ibHocTM 
BaiueM Mrpbi. 



rpbi, a MMeHHo 3a CKopocTbK) ee Bn3ya.ni/i3aui/m Ha 3KpaHe 
Baniero MOHMTopa (cKopocTb i/i3MepaeTCfl b FPS - frames per 
second (Kaflpax b ceKynqy) - MeM Bbiiue sto 3HaMeHne, TeM 
mile). 3flecb m fla/iee nofl c/iobom mohmtopmht 



EL 

(A/la 

6o/iee noflpo6Horo 03HaK0M/ieHMfl no stom TeMe noKa/iyficra 
noceTMTe r/iaBy nofl Ha3BaHneM OnTMMH3aMHfl npoM3BOflMTe/ib- 
hoctm b rpacfiMKe). 



Okho era th cthkh 



CrpaHMua | 34 



OcHOBbi Unity 3D - BuflOBoe okho nrpbi 



OCiainQs. _ 
1 

I Moodtox 
| Pat?n|R DU t* 

Ra "is plash Bo* 
| Built-in Componenii 
Animation 

Aud oSource 
BoxC olllder 
Camera 

CapiuleCollider 

CharatlnController 

Characterjolnt 

Configurable nt 

Hhgejoint 

Lens Flare 

Light 

MeshColHri" 

NavMeshAgtni 

NavMfihObstade 

OcclUSlM Area 

OctluiionPorlal 

PirlitleSyitem 

proctor 

RaycasiCollkJei 

SpheietoWpi 

Spriogjolnt 

WtvelCollidcr 



w 



a 

B 



noc/ieflHflfl KHonKa npeflcraB/ifleT M3 ce6a nepeK/noMaTe/ib o"ro6pa- 
>KeHMjq (Gizmos). Ero Bioiio4eHMe no3BO/iMT OTo6pa>KaTb 

KOHTeMHepbl He TO/lbKO B BMflOBOM OKHe CljeHbl, HO M B BMflOBOM OKHe 

nrpbi. TaK>Ke oh BK/iio^aeT npopucoBKy Tex KOHTeMHepoB, KOTopbie 
ncno/ib3yK)T /iro6yK) v\3 4>yHKi4MM K/iacca KOHTeMHepoB 

. KHonKa fl/ifl oTo6pa>KeHMfl KOHTeMHepoB TaK->Ke MMeeT 
BbinaflaramuM cnncoK, kotophm coflep>KMT MHcfiopMaMmo o pa3Hbix BMflax 
KOMnoHeHTOB, ncno/ib3yeMbix b nrpe. 

PflflOM c MMeHeM Ka>Kfloro KOMnoHeHTa pacno/io>t<eHbi a/ieMeHTbi ynpaB- 
^eHMfl, no3Bo/ifl(oinne noKa3aTb/cKpbiTb 3H3mok TeKymero KOMnoHeHTa m 
OTo6pax<aeMbiM mm b bmaobom OKHe cqeHbi KOHTeMHep. 

. Ha>KaTMe Ha KHonKy cMeHbi 3H3M- 
Ka npuBefleT k oTKpbiTuro oflHOMMeHHOM naHe/ibKM 
(Select icon), b kotopom mo>kho 6yqeT Bbi6paTb oflHy M3 cTaHflapTHbix 
<t>opM fl/ifl oTo6pa>KeHM5q 3Ham<a, nv\6o onpefle/iMTb cbokd, nyreM 
Ha3HaHeHMfl k HeMy TeKcrypbi. 
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B naHe/in «Bbi6paTb 3HaMOK» (Select icon) mo>kho He To/ibKo Ha3HaMaTb 3HaMKM Bbi6paHHbiM 

KOMnOHeHTaM, HO T3K>Ke M B03Bpaii(aTb MCXOflHbIM (nO-yMO/lHaHMK)) BMfl 3Ha4Ka TOMy M/1M MHOMy 

KOMnoHeHTy. 



Gizmos * I 


1 






Recently Changed 


icon gizmo 



riepeicnioMaTe/ib (3D 
Gizmos), pacno/io>KeHHbiM b caMOM Bepxy pacKpbi- 
Baioinerocfl cnncKa «KoHTeMHepbi» pa6oTaeT 
HenocpeflCTBeHHo co 3HaMKaMM KOHTekmepoB. Ec/im 
BK/iKDMMTb 3Ty ormmo, to Bee 3HaMKM oTo6pa>KaeMbie 

r . m b cqeHe cTaHyT KaK 6bi TpexMepHbiMM m 6yqyT 

yMeHbiuaTbCfl b pa3Mepax npn yfla/ieHMM ot hmx m 
yBe/iMMMBaTbca npn npn6/in>KeHMM, (to ecTb fl/ia 
6/im3ko pacno/io>KeHHOM KaMepbi ohm 6yqyT Ka3aTbca 
6o/ibiue, b to BpeMfl KaK fl/ifl fla/ieKo pacno/ioweHHofi MeHbiue) /im6o ec/in oTK/iioMMTb flaHHyio 
onqmo, oHa 6yqyT ocraBaTbca ofli/maKOBoro pa3Mepa He3aBMCMMo ot toto, Ha k3kom flucTaHLinn bh 
pacno/ioweHbi ot hmx. no/i3yHOK, pacno/ioweHHbiki cnpaBa ot cJ)/ia>KKa c Haflrmcbio «3D 
KOHTeMHepbi» no3Bo/ifleT ynpaB/iflTb pa3MepoM 3H3mkob, mto KCTaTM 6yqeT BecbMa no/ie3HbiM p,ns\ 
Tex, 4bn cqeHbi ki3o6ki/iyioT pa3/ikmHoro pofla KOMnoHeHTaMM - MTo6bi HaBecTM TaM nopaflOK v\ 
cfle/iaTb Baniy cqeHy 6o/iee MMTa6e/ibHOM fl/ia Bac >Ke caMux v\nv\ >Ke p,nn Tex kto 3axoMeT c new 
03HaKOMMTbca BnepBbie. 



MHcneicro 




(Last update: 2012-10-19) 



(Inspector) 



Inspector 
S & CamerF 

IJ^ri^7| Layer p,^' 
* Transform 
Position 



* 1.^13816 Y 1.66210? Z Tz70M2?j 

lo trnton _ 

* 3J7.9471 ;y 61.37283 I t 

cale 

* 1 y ;T ] z |i_ I 



,5 -'Audio LiJWrter 

T O M Animation 
Animation 

► Animations 

Play Automatically 8 
AnimaiE Physics Q 
Animate Only If Visible □ 



_BS1 



QjiftdustrvCulsci cl 



^ Color Corraliin Curvis IScri £ O. 

Mode 

lied 
Creen 
Elut 

Selective D 

./Bloom flndFlireslS<nr.ii . ' ■ 
■/Doplll Of Fi«ld {Scrip!) ti 0 'I 



I 





M3 paccMOTpeHHoro HaMM paHee, mh ywe 3HaeM mto nrpbi b IOhmtm 
coctoht M3 pa3Hoo6pa3Hbix (GameObjects), HaMMHaa 

ot KapKacHbix 3fl Mop,enev\, CKpunTOB, 3ByKOB v\ flpyrux rpacJ)kmecKkix 
3/ieMeHTOB, b tom Muc/ie m (Lights). 

(Inspector) oTo6pa>KaeT .qeTa/ibHyio MH4)opMaLiMrO o Bbi6paH- 
hom MrpoBOM o6"beKTe, BK/noMaa OTo6pa>KeHMe Tex (Compo- 
nents), KOTOpbie CBfl3aHbl C HUM B flaHHbIM MOMeHT, BK/lhOMafl oTo6pa>KeHMe 
MX CBOMCTB. 3fleCb >Ke Bbl MO>KeTe MOflM4)MI4MpOBaTb 4)yHKL(MOHa/lbHOCTb 

MrpoBbix 06"beKTOB, MMeioiuMxcfl b BaiueM cqeHe. TaK>Ke BaM cneflOBa/io 6bi 
03HaKOMMTbca c He MeHee BawHofi fl/ifl noHMMaHMfl r/iaBOM no,q Ha3BaHneM 

CB5R3b MrpOBOM 06"beKT-KOMnOHeHT. 

Jlio6oe cbomctbo, OTo6pa>KaeMoe b oKHe MHcneKTopa mo>kho M3MeHMTb 
npflMo b HeM >Ke. flaxe nepeMeHHbie cKprnrra MoryT 6biTb M3MeHeHbi TaM >Ke 
6e3 M3MeHeHMfl caMoro cKpunTa. Mo>kho TaK>Ke ncno/ib30BaTb okho MHcneK- 
Topa .q/ifl toto, MTo6bi 3KcnepnMeHTnpoBaTb co sHaMeHMflMM nepeMeHHbix bo 
BpeMfl pa6oTbi nrpbi mto6h Ha mtm Hy>KHbiM nrpoBOM 

6a/iaHc. 



eM nrpoBoro ba/iaHca 

X OTfle/lbHblX 3/ieMeHTOB M 
eCTOB, B3aMMOfleMCTBMfl MrpOKa C OKpy>KarOLHMM MMpOM M flp.) T3KMM 

o6pa30M, MTo6bi flocTura/iocb omymeHne qe/iocTHocTM nrpbi, rfle Kax<,qbiM 
MexaHM3M nrpbi flono/iHfl/i 6bi co6om flpyroki MexaHM3M m T.fl. B nepByio 
OMepeflb, nrpa y>Ke Ha 3Tane npoeKTupoBaHna ee ocHOBHbix 3/ieMeHTOB 
flo/i>KHa cooTBeTCTBOBaTb oflHOMy Ba>KHOMy Tpe6oBaHMK) jiio6om ycneiuHOM 
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BuflOBoe okho - MHcneKTop 



paK)li(MM CMOT nOHflTb M n04yBCTB0BaTb BCe TO, HTO Bbl XOTe/lM flOHeCTM 

b HeM flo nrpoKa b cBoeM nepBOHaMa/ibHOM 3aMbic/ie. TaK mo crapaMTecb yqe/iflTb 3TOMy 3Tany He 
MeHbwe, a Mo>KeT 6biTb 6o/ibiue v\nv\ cTo/ibKo >Ke BHMMaHMJi, cKo/ibKo i/i Ana flpyrux He MeHee 
OTBeTCTBeHHbix 3TanoB pa3pa6oTKM BaiueM nrpbi. He no3a6oTacb 06 stom bh pucKyeTe TeM, hto b 



06"bsqB/isqfl b CKpume nepeMeHHyio oomero 
floCTyna (Public Variable) Tuna o6"beKTa (TaKoro KaK MrpoBOM 06"beKT v\nv\ TpaHccbopMauMfl) Bbi 
MO>KeTe npocTO B3flTb m nepeTamnTb MrpoBOM 06"beKT m/im 3aroTOBKy b okho MHcneKTopa, HTo6bi 
Ha3HaMMTb ero flaHHOM nepeMeHHOM. 

3h3mok c M3o6pa>KeHMeM 
khm>kkm c BonpocoM, pacno.no- 
>KeHHbm cnpaBa ot MMeHM 
Ka>Kfloro KOMnoHeHTa cny>Ki/iT 
fl/ifl oTo6pa>KeHMfl cnpaBOMHOM 



Inspener 




; * 


8 H MalnCar-ra 




Usutic 






r Tniiiform 






Position 




X 0 Y 1 




-10 1 


flotation 


W|0 Y 0 




° 1 


Stale 






[x 1 VI 




1 


► ^ \£ Camera 




£.*■ 


v kj ;*fGUILayer 




L 


▼ Bf br? Flare Layer 




Qo. 


i ^ Audio Listener 









HT06bl Bbl3BaTb KOHTeKCTHOe 
MeHhO KaKOTO-TO KOHKpeTHOrO 

KOMnoHeHTa, me/iKHMTe no 
3HaM Ky c M3o6pa>KeHneM iiiecTepeHKM co cTpe/ioMKOM, pacno/ioweHHofi 
cnpaBa ot ero MMeHM (v\nv\ me/iKHMTe npaBOM KHonKOM Mbinin Ha MMeHM 
KOMnoHeHTa). 



nterattive Cloth 
Skinned Cloth 
Cloth Renderer 

Hinge Joint 
Fixed Joint 
Spring Joint 
Character Joint 
Configurable Joint 

Constant Force 



1* ttl ly) Camera 

Clear Flags 
Background 
Culling Mask 

Projection 
Field of View 
Clipping Planes 



Near 0.3 
Normalized View Po 

X 

w 



0 

t 



Reset 

Remove Component 

Move Up 
Move Down 
Copy Component 

Paste Component As New 
Paste Component Values 
V IB 
1h t 



Depth 

Rendering Path 
Target Texture 
HDP. 



El 



Use Player Settings 



None (Render Texture) 

□ . 



t vlGUILayer 



SJ9.I 



_ _ — * *■ 



fl,o6aBnnvne KoMnoHeHTbi M3 Men\o KoMnoHetn. 



KoHreKCTHoe Memo KOMnoHeHTa. 
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MHcneKTop TaK>Ke OTo6pa>KaeT BceB03Mox<Hbie HacTpoMKM, KacaeMbie MMnopTa toto m/im mhoto 
OaM/ia KoMnoHeHTa. 




I A 


Animation Compression 

Arum, Compression 
Rotation Irror 
Position Error 
Scale Error 




Kcvtrajn Hediiflion i 


0.5 


o.s 


0.5 


1 RoUbOn wror \l dtfintd it miiimum inoli dtviiticr illowtd in dtgrtti. 
tot «th«n it U defined u muimumd<sunc«?dtlu deviation illmmt in 
pcicenti 









Hro6bi Hd3namATb TexymeMy MrpoBOMy OSbexry 
C/iofi, Bocno/ib3ytiTecb BbinaAatoiMMM cnncKOM 



(Layers). Hro6bi Ha3Ha<Ji<iTb TexymeMy Mrpo- 
BOMy 06beKTy Tar, Bocnonb3ymecb BbinaflaiomMM 
cnMCKOM (Tag). 



HaxMure (Apply), wro6fo/ 
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pei^MnopmpoBarb 
Bam KOMnoHeHT. 

(Prefabs) 



opmpoBarb) 



Ec/im b flaHHbiki MOMeHT y Bac Bbifle/ieHa 3aroTOBKa, to b oKHe l/lHcneicropa OTo6pa3MTCfl MHc})op- 
Maunfl, MMeKDinaa k new oTHonieHne. fl/ifl 6o/iee noflpo6Horo 03HaK0M/ieHMfl c 3aroTOBKaMM, no>xa- 
ziyMCTa noceTHTe rnaey nop, Ha3BaHneM 3aroTOBKn SH 




(Icons) 



Ka>KflbiM 3/ieMeHT b MHcneKTope OTo6pa>KaeTCfl OT/iMMMTe/ibHbiM 3HaHKOM b nesoM 
BepxHeM yr/iy, pacno/io>KeHHbiM paflOM c Ha3BaHneM sjieMeHTa. TaKMM 3/ieMeHTaM KaK 
nrpoBbie o6i.eKTbi m 3aroTOBKM MoryT 6biTb Ha3HaHeHbi no/ib30BaTe/ibCKne 3HaMKM aha 
ziyMLuero pacno3HaBaHkm. Ec/im bh Ha>KMeTe Ha 3H3HOK, noflBMTca MeHKD Bbi6opa 3HaHK.a: - 





Oersp 



MeHKD Bbi6opa 3Ham<a (Select Icon) OTo6pa>KeHkie 3HaHK.a b bmaobom OKHe cueHbi 



Ec/im Bbi6paTb oflMH M3 npoflO/iroBaTbix 3HaMK0B, pacno^o>KeHHbix b BepxHeM MaCTM 

MeHKD Bbl60pa 3HaHKOB, TO B BMflOBOM OKHe CUeHbl Ha HeM 6yfleT OT06pa>KaTbCfl MMfl 

3/ieMeHTa m Bbi6paHHbiM uBeTfl/ia 3HaHK.a. 3HaMKM >Ke mto noMeHbLue, pacno/ioweHHbie b 
HM>KHeM nacTM MeHKD He OTo6pa>KaKDT MMeHM BneMema, ho nMeKDT xapaKTepHyw cpopMy M 

UBeT, nO KOTOpbIM HX MO>KHO /iei~KO pa3/lMHMTb Me>Kfly co6om. 

(Labels) 

fl/ifl yflo6cTBa b noncKe v\nv\ KaTa/iorn3ai4nn Tex v\nv\ MHbix KOMnoHeHTOB b KDhmtm npefly- 

CMOTpeHa B03M0>KH0CTb npucBanBaHMfl KOMnoHeHTaM (Labels). naHe/ib pacnanoweHHafl b 

HM>KHeM MacTM oKHa m-icneKTopa c/iy>KMT .q/ifl oTo6pa>KeHMfl (Labels) KOMnoHeHTOB. 

B npaBOM HM>KHeM Mac™ btov\ naHe/in pacno/icoxeHa 
KHonKa c o6o3HaMeHneM (Ellipsis) ("....")■ 

HaxoTkie Ha 3Ty KHonKy npuBefleT k oTKpbiTura Memo co 
cnncKOM flocTynHbix fl/ia ncno/ib30BaHMfl MeTOK. 
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B MeHIO MeTOK Bbl MO>KeTe OflHOBpeMeHHO Bbl6paTb kl Ha3HaMk1Tb HeCKO/lbKO MeTOK OflHOMy 

KOMnoHeHTy (ohm Ta K>t<e o"ro6pa3flTCfl Ha naHe/in MeTOK). Ec/im Bbi noBTopHo Hax<MeTe Ha oflHy M3 
y>Ke MMeioiuMxcfl MeTOK, oHa 6y,qeT yaa/ieHa M3 KOMnoHeHTa, 



B MeHio Taioxe BCTpoeHo noncKOBoe no/ie, npeflHa3HaMeHHoe fl/ia 4)M/ibTpai4MM MeTOK. Ec/im Bbi k 
npuMepy BBeaeTe b sto none Ha3BaHne MeTKM, KOToporo flo cmx nop HeT b MeHio MeTOK v\ Ha>KMeTe 

Return/Enter, to b MeHio 6yfleT flo6aB/ieH HOBbiki ™n MeTKM v\ OHa >Ke 6yqeT npucBoeHa 
Bbifle/ieHHOMy b flaHHbm MOMeHT KOMnoHeHTy. Ec/im x<e Bbi ynanme Bee no/ib30BaTe/ibCKne MeTKM M3 
npoeKTa, ohm TaK>Ke MCMe3HyT v\ M3 MeHio MeTOK. 

npucBoeHne MeTOK flaeT B03M0>KH0CTb flono/iHATb noncKOBbie 3anpocbi BBefleHneM b noncKOBoe 
no/ie (project browser) Ha3BaHMM stmx caMbix MeTOK (fl/ia 6o/iee 

noflpo6HOM MHc})opMaMMM nepeMflMTe Ha 3Ty cTpaHnqy). flo MeTOK KOMnoHeHTOB mo>kho TaK>Ke 
,qo6paTbCfl nyreM ncno/ib30BaHMfl K/iacca AssetBatabase cKprnua peflaicropa. 

(Last update: 2013-09-25) 
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Other Views) 

OnucaHne BMflOBbix okoh npeflCTaB/ieHHbix b btom r/iaBe Ranyr bbm /lnnib noBepxHocTHbie 
3HaHMfl 06 MHTepc})eMce KDhmtm. OnucaHne BMflOBbix okoh He npeflCTaB/ieHHbix b flaHHOM r/iaBe bu 
CMo>KeTe BCTpeTMTb Ha npocTopax flpyrux mas flaHHOM flOKyMeHTaunn: 



(Console) - OTo6pa>KaeT 




(log) coflep>KainMM cranqapTHbie 



coo6meHMfl, coo6meHMfl 0 npe,qynpe>K,qeHMflx m coo6ineHMfl 06 oiiin6Kax. 

• (Animation View) - ncno/ib3yeTCfl fl/ia aHMMauuM o6"beKTOB b 
cqeHe 

• (Profiler) - Mcno/ib3yeTCfl fl/ia noncKa m Haxo>KfleHMfl y3Knx Mecr b npon3BO- 
flMTe/ibHocTM BanieM nrpbi. 

• (Asset Server View) - no3BO/ifleT ynpaB/iflTb 
KOHTpo/ieM Bepcuki npoeKTa, ncno/ib3yfl CepBep KoMnoHeHTOB KDhmtm. 

• (Lightmapping View) - c/iy>KMT fl/ifl ynpaB/ieHMfl 
KapTaMM ocBeineHHocTM, Mcno/ib3yeMbiMM abm>kkom pac^eTa ocBemeHHocTM KDhmtm. 

• (Occlusion Culling View) - 

C/iy>KMT fl/lfl ynpaB/ieHMfl BMflMMOCTbK) 06"beKT0B fl/lfl nOBbllLieHMfl npOM3BOflMTe/lbHOCTM. 




(Last update: 2012-11-26) 
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workspace 



(Customizing your 



Bbi Mo>KeTe HacTponTb (Layout) BMflOBbix okoh nyreM nepeTacKMBaHna Hy>KHbix 

B3M OKOH (npeflBapMTe/lbHO K/lMKHyB Ha MX 3ar/iaBMe KHOnKOM MblLllkl) B OflHO M3 HeCKO/lbKMX MeCT 

Ha 3KpaHe. nepeMemeHne BK/iaflKM k npuBefleT k flo6aB/ieHkiK) eme 

oflHOM BicnaflKM pflflOM c hmmm. M/iM >Ke, ec/in nepeMecTMTb BK/iaflKy Ha , 6y,qeT 

C03flaHO BMflOBOe OKHO 3T0M BK/iaflKM. 







BK^aflKM MoryT 6biTb npucTbiKOBaHbi k n\o6ov\ CTopoHe aKTMBHoro BMflOBoro OKHa. 



BK/iaflKM T3K>Ke MoryT 6biTb OTCTbiKOBaHbi ot r/iaBHoro BuflOBoro OKHa PeflaKTopa m 
BCTpoeHbi b cbom co6cTBeHHbie rmaBatOLUkie OKHa. n/iaBatOLUkie OKHa MoryT xpaHMTb b ce6e 
pacno/io>KeHkie BuflOBbix Okoh m BK/iaflOK, TaK>Ke KaK sto mo>kho cae/iaTb b T/iaBHOM 
BuflOBOM OKHe PeflaKTopa. 
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n^aBaKDL^ne OKHa HMMeM He OT/iMMaK)Tcyi ot o6bNHbix, 

pa3Be MTO OTCyTCTB M e M llaHe/lM HHCTpyNieHTOB. 

noc/ie toto KaK Bbi CKOMnoHOBa/iM Bee OKHa m BK/iaflKki TaK, KaK BaM hy>kho, bh MO>KeTe 

COXpaHMTb 3Ty KOMnOHOBKy M npM Heo6xOflMMOCTM 3arpy3MTb B n\060\A MOMeHT. HT06bl 

Cfle/iaTb 3to, pa3BepHMTe BbinaflatOLnm/i cnncoK (Layout) v\ Bbi6epnTe b HeM 

nyHKT (Save Layout...)- flafiTe Ha3Bai-me BaLuePi KOMnoHOBKe m 

coxpaHMTe ee, 3aTeM Bbi MO>KeTe BoccTaHOBMTb ee, npocTO Bbi6paB ee Ha3Bai-me M3 
BbinaflaKDL^ero cnncKa KoNinoHOBKa. 
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riojiHOCTbK) HacTpanBaeMaa KOMnoHOBKa. 



B nt060M MOMeHT Bbl MO>KeTe npOCMOTpeTb flOnO/lHMTe/lbHbie B03M0>KH0CTkl, CBJ13aHHbie c 

TeKymuM okhom, TaKne KaK MaKCMMH3ai4Hfl OKHa v\nv\ flo6aB/iei-ikie b Hero hobom BK/iaflKn. 



C Came (O 




Maximize on Play Cizmoi Stats 



C GarrieO) 

tfiBsff Maxir 




Scene 

Came 

Inspector 

Hierarchy 

Project 

Server 



Ha Windows 
(Last update: 2010-09-07) 



wee o6HOB/ieHMe: 2010-09' 
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(Console) 



/Hbomhom k/imk no Ha3BaHMK) olum6km b (Status Bar) v\nv\ Bbi6op nyHKTa 

Memo (Window > Console) npuBefleT k oTKpbiTMio BMflOBoro oKHa 

(Console). 




nsok 



Collapse I Clear 



^P'^Yl Error pa U5e 



Hello Console 

UnitYEngine.Debu q ;L 0af nhi o ^ 



!y rLt> 9 Open Editor Log = 




BuflOBoe okho KOHconn b pe/iaKTope 

KoHco/ib noKa3biBaeT coo6meHMfl, npeflynpe>KfleHMfl, olum6km v\nv\ MHcJjopMaMMK) oT/iaflNMKa 
KacaeMbie BaiueM nrpbi. Bbi Taioxe Mo>KeTe onpefle/imb cbom co6cTBeHHbie coo6meHMfl, 

KOTopbie 6yflyT noTOM o"ro6pa>t<aTbCfl b oKHe kohco/im, ncno/ib3yfl TaKne KOMaHflbi 0T/iaflMMKa KaK: 
Debug. Log() ajia craHflapTHbix coo6meHMM wypHa/ia, Debug. Log. Warning fl/ia coo6meHMM o 
npeflynpe>KfleHM5ix m Debug. LogErrorQ fl/ia coo6meHMM 06 oiiin6Kax. Abomhom me/moK no 
coo6meHMK) b (Log) nepeMemaeT no/ib30BaTe/ifl k cKprnuy, kotophm Bbi3Ba/i 

noflB/ieHne flaHHoro coo6meHMfl\npeflynpe>KfleHMfl\oiiiM6KM. Ha naHe/in l/lHcrpyMeHTOB OKHa 
Kohco/im TaioKe MMeeTca pafl MHCTpyMeHTOB, o6/ierMaK>mnx >KM3Hb pa3pa6oTMMKy: 
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Ha>KaTMe Ha KHonKy 



(Clear) oMMinaeT okho Kohco/im ot Bcex coo6meHMM. 



• Ec/im Ha>KaT nepeK/iioMaTe/ib 



(Collapse) Bee nfleHTMMHbie 




coo6meHMfl 6yflyT 0T06pa>KaTbCfl /lnnib oamh pa3 



Ec/im Ha>KaT nepeK/iioMaTe/ib (Clear 
on play) Bee coo6meHM5i Haxoflflmnecfl b oKHe kohco/im 6yayT aBTOMaTMMecKM yqa/iflTbca 
Ka>KflbiM pa3, Korfla no/ib30BaTe/ib 6yqeT BxoflMTb b Pe>KMM l/lrpbi. 



HaxoTkie nepeK/iioMaTe/ifl (Error Pause) 

6yqeT Bbi3biBai"b npuHyflHTe/ibHyio ocTaHOBKy nrpbi fl/ia KOMaHflbi 0T/iaflMMKa, oTBeMaiomeM 3a 
coo6meHMfl 06 oiiin6Kax Debug. LogError(), ho HMKaK He fl/ia KOMaHflbi Debug. Log() 

KOTOpafl OTBeMaeT 3a BblBOfl CTaHflapTHblX C006lHeHMM OT/iaflMMKa. 



Ha>KaTne Ha KHonKy (Open Player Log) npuBefleT k 

OTKpbiTMK) >KypHa/ia Co6biTMM MrpoKa b TeKCTOBOM peflaicrope Ha nK. (m/im c noMombio 
KOHco/ibHoro npn/io>KeHMfl Ha MaKMHToiu, KOTopoe 6yqeT HacTpoeHo KaK npM/ioweHMe no- 
yMO/maHMK) nnn TaKoro Tuna dpatinoB). 



Ha>KaTne Ha KHonKy (Open Editor Log) 

npuBefleT k otkphtmk) >KypHa/ia Co6biTMM PeflaKTopa b TeKCTOBOM peflaicrope Ha (IK. (m/im c 
noMombK) KOHco/ibHoro npn/io>KeHMfl Ha MaKMHTom, KOTopoe 6yqeT HacTpoeHo KaK 
npM/io>KeHMe no-yMo/maHMio fl/ia TaKoro Tuna dpatinoB). 



flocneziHee o6HOBJiemie: 2012-09 



BkiflOBoe okho aHMMauii 



(Last update: 2012-09-06) 




(Animation View) 



Crapafl CMcreMa aHMMa 



(Legacy animation system) 



flo BBefleHMfl cucTeMbi aHMMauuM (Mecanim) b KDhmtm Mcno/ib30Ba/iacb cboh, poflHaa 

cucTeMa aHMMauuM, m c qe/ibK) coBMecmMocm c npe>KHMMM BepcuflMM KDhmtm 6bmo peiueHo OCTa- 
BMTb 3Ty cucTeMy aHMMauuM bo M36e>KaHMe B03HMKHOBeHMfl npo6/ieM y Tex, kto eme He ycne/i v\nv\ 
He Mo>KeT nepeMTM ho HOBbie Bepcun KDhmtm. r/iaBHaa npM4MHa, no kotopom 6bi/ia coxpaHeHa npe>K- 
HflH cMCTeMa aHMMaqMM b tom, MTo6bi no/ib30BaTe/iM cMor/iM npoflo/i>KMTb pa6oTy Hafl cbommm npoeK- 
TaMM He nepefle/ibiBaa cbom aHMMaqMM no,q cMCTeMy MeKaHMM. TeM He MeHee, mh Bee xe He peKo- 
MeHflyeM BaM Mcno/ib30BaTb crapyro CMCTeMy aHMMaqMM fl/ia BaniMx hobhx npoeKTOB. 




HTo6bi MMnopTMpoBaTb cTapyio aHMMaqMio, cnepBa Hy>KHo noMeTMTb ee TaKOBOM bo BK/iaflKe 
HacTpoeK MMnopTa pMra Menia :- 
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□ 



[ loop 



m Port Animation 



Bake Animations 
Wrap Mode 

Anim. Compression [Keyframe Redu«ion~ 
Rotation Error 
Position Error 
Scale Error 



0.5 



0.5 



B TaKOM cnyMae BK/iaflKa AHMMaqufl (Animation) 
HacTpoeK MMnopTa 6y,qeT BbirviflfleTb npn6/in3MTe/ibHo 
TaKMM o6pa30M: 



(Import Animation) - 

3tot nepeK/iK)MaTe/ib no3Bo/iaeT Bbi6paTb, MMnopTupoBaTb 
aHMMaqnK) v\nv\ ner. 



0.5 



Rotation error is defined as maximum angle deviation 
allowed in degrees, for others it is defined as 
maximum distance/delta deviation allowed in 
pcrcents 




ynpaB^flromuM noBefle 
LueHMfl:- 



(Wrap Mode) - MeTOfl 
hum a MUM b MOMeHT ee 3aBep- 




(Default) - ncno/ib3yeT HacTpoMKM, 
KOTopbie 3aflaHbi caMOM aHMMauneM. 

(Once) - nponrpbiBaeT otphbok aHMMa- 
6e3 noBTopeHMfl. 

(Loop) - nponrpbiBaeT otphbok aHMMa- 
Mmm flo kohlo, 3aTeM noBTopaeT ee. 

(Ping-Pong) - nponrpbiBaeT otpmbok 
aHMMauuM cnepBa ot HaMa/ia no kohlo, 3aTeM b o6paTHyio 

CTOpOHy M T.fl. 

(Forever) - nponrpbiBaeT otphbok aHMMaqnM 
AO KOHqa, 3aTeM 6ecKOHe4Ho noBTopaeT noc/ieflHMM Kaflp 

aHMMaMMM. 



ecckin aHHM 



(Anim. Compression) - HacTpoMKM no3Bo/iflromne y6paTb MaKCMMa/ibHo 

B03MO>KHOe KOJ1MHGCTBO HeHy>KHOM MHCjDOpMaMMM M3 aHMMaMMOHHblX 



1 M M 6 CX BO H € 

(Off) - 5e3 KOMnpeccnn 



(clips). 



m 



(Keyframe reduction) - HyweH, mto6h nonbiTaTbca 
yfla/iMTb Te Kaflpbi aHMMaunn, pa3HML(a Mex<,qy kotophmm eflBa 3aMeTHa Ha r/ia3. 

(Keyframe reduction and compression) 

- to >Ke caMoe mto m npeflbiflymee, To/ibKo b btom c/iynae KOMnpeccnn noflBeprinyTCfl Taioxe m 
flaHHbie caMoro aHMMaunoHHoro oTpbiBKa. 

(Rotation error) - MMHMMa/ibHoe oTioioHeHMe Me>Kfly 3HaMeHMJiMM BpaineHna 
Mero-/in6o (b rpaaycax) b 2 K/iioMeBbix Kaflpax, b kotophx flaHHbie M3MeHeHMfl npupaBHUBaioTCfi k 

OflMHaKOBblM. 

(Position error) - MMHMMa/ibHoe oTK/ioHeHne Me>K,qy 3HaMeHMflMM 
nepeMemeHMfl Mero-Jiki6o (b npoqeHTax oTHocnTe/ibHo KoopflMHaTHbix 3Ha<Aenv\v\) b 2 K/iKOMeBbix 
Kaflpax, b kotophx flaHHbie M3MeHeHMfl npupaBHUBaioTCfl k oqkmaKOBbiM. 

(Scale error) - MMHMMa/ibHoe oTK/ioHeHne Me>K,qy 3HaMeHMflMM 
MacujTa6npoBaHM5q 4ero-/in6o (b npoueHTax oTHocnTe/ibHo KoopflMHaTHbix sHa^em/iki) b 2 K/iKOMeBbix 
Kaflpax, b kotophx flaHHbie M3MeHeHMfl npupaBHUBaioTCfl k oflMHaKOBbiM. 
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npflMo nofl cBOMCTBaMM b oKHe l/lHcneicropa OTo6pa>KaeTCfl cnncoK aHMMaunoHHbix 

OTpbl BKOB . EC/1M Ha>«aTb Ha OflMH M3 OTpblBKOB aHMMaMMM B 3TOM CnMCKe, 

MyTb HM>Ke QTo6pa3MTbCfl eme oflHa naHe/ib:- 



□ 



Take 001 



Length 2.500 



JO FPS 



Li 



LI. UU 



J I i L 



2:00 



n 



Start 



0 



Add Loop Frame 
Wrap Mode 



End 



75 



a6C0/lK)TH0 CXO>KM C 

MMnopTa aHMMauuM, 
noc/ieflOBaTe/ibHocTM. 



MO>KHO M3MeHMTb 3HaMeHMfl HaMa/ia M KOHL(a 
BOCnpOM3BefleHMfl fl/lfl TOTO MT06bl MO>KHO 6bl/10 
MCnO/lb30BaTb /lMlilb Onpefle/ieHHbIM OTpblBOK M3 

TeKymeM aHMMaunoHHOM noc/ieflOBaTe/ibHocTM. 
(fl/in 6o/iee noflpo6Horo 03HaK0M/ieHMfl c stom 
TeMOM, no>Ka/iyMCTa noceTMTe r/iaBy nofl Ha3Ba- 
HneM Pa36nBKa aHMMauuM). 

nepeK/noMaTe/ib 

(Add Loop Frame) ,qo6aB/i5ieT oflMH 
flono/iHMTe/ibHbiki Kaflp b KOHeq TeKymeM aHM- 
MaMMM, KOTOpbIM MO>KHO CKa3aTb nOBTOpfleT 

CTapTOBbiM Kaflp stom aHMMaMMM. 3Ta onqufl 
no3Bo/iaeT flo6nTbCfl 6o/iee n/iaBHoro noBTo- 
peHMJi aHMMaMMM, oco6eHHo b Tex c/iyMaax kot- 
Aa noc/ieflHMM Kaflp aHMMaunn HeMHoro ot/im- 
MaeTCfl ot nepBoro. HacrpoMKM cBSBaHHbie c 

(Wrap Mode) 

TeMM, mto HaxoflflTca bo BK/iaflKe, oTBeMaioLqeM 3a ocHOBHbie HacrpoMKM 

HO npMMeHflK)TCfl /lMLUb K aKTMBHOM B flaHHbIM MOMeHT aHMMaqMOHHOM 



□ 



Default 



B/ieHne: 2013-01 



npocfeafi/iep (T 




(Last update: 2013-01-02) 



(Profiler(Pro only)) 



npoct>aM/iep KDhmtm HyweH fl/ia onTMMH3ai4Mn BameM nrpbi. Oh flOK/iaflbiBaeT BaM o tom, CKo/ibKo 
BpeMeHM Ha o6pa6oTKy Tpe6yeT j\nn ce6a Ta m/im MHaa nacTb BameM nrpbi. K npuMepy, oh Mox<eT 
coo6LqMTb BaM CKo/ibKo BpeMeHM b npoueHTHOM cooTHoiueHMM Tpe6yeTc?i BameM nrpe fl/ia BbiBOfla 

KOHeMHOM KapTMHKM , fl/lfl aHMMaMMM M fl/lfl /lOTMKM BailieM MTpbl. 

Bbi Mo>xeTe nporHaTb Bawy nrpy np^Mo b peflaKTope c BK/iioMeHHbiM npocfiaM/iepoM, mto6h tot 
co6pa/i MHcJ)opMai4MK) o ee npoM3BOflMTe/ibHocTM. 3aTeM okho ripo4)aM/iepa OTo6pa3MT bck) co6paH- 
Hyio MHctpopMaqnK) Ha BpeMeHHOM uiKa/ie, m Ha Hefi bh cMoweTe HaMTM Te yMacTKM m/im 30Hbi nrpbi, 
KOTopbie TopM03flT (T.e. Tpe6yK)T fl/ifl ce6sq 6o/ibiue BpeMeHM Ha o6pa6oTKy) pa6oTy nrpbi b oT/iMMne 
ot ocTa/ibHbix. HTo6bi yBMfleTb noflpo6Hyio MHctpopMaunK) o KaKOM-/in6o Kaflpe, flocraTOMHo me/iK- 
HyTb no HeMy Ha BpeMeHHOM uiKa/ie npocfrafi/iepa. LUe/moK no /iK>6oMy MecTy Ha BpeMeHHofi uiKa/ie 
npuBefleT k oTo6pa>xeHMK) noflpo6HOM MHctpopMaunn o Bbifle/ieHHOM Ka^pe b ceKLinn pacno/ioweHHOM 
b HM>KHeM MacTM oKHa npocfiaM/iepa. 

3aMeTbTe mto npoc}3aM/ikiHr CHa6flMT Bam koa HOBbiMM bo3mo>khoct51mm. 3tm bo3mo>khoctm OKa>KyT 
He3HaMMTe/ibHoe B/inaHne Ha npoM3BOflMTe/ibHocTb BaLueki nrpbi. 06biMHo t3kom Hafl6aBKM Bno/iHe 
AOCTaTOHHo, MTo6bi Ta He cn/ibHo B/infl^a Ha CKopocrb nrpbi. npn npoc})aM/iMHre tom m/im mhom ^acTM/ 
30Hbi Mrpbi o6biMHo flocTaTo^Ho yMMTbiBaTb To/ibKo cooTHOLueHMe (m/im npoijeHTHyK) flo/iK)) npoBe- 

fleHHOTO BpeMeHM B TOM M/IM MHOM MaCTM/30Hbl MTpbl. TaK>Ke MT06bl nOBblCMTb npOM3BOflMTe/lbHOCTb 
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Bameki nrpbi, cHaMa/ia cKOHLieHTpupyMTecb Ha Tex yMacrKax nrpbi, KOTopbie oTHMMaraT y Hee 
/lbBMHyio flo/iio ot Bcero BpeMeHM npn pa6oTe. 3aTeM cpaBHMTe M3MeHeHMfl flo v\ nocne M3MeHeHMfl 
Bamero KOfla c noMowbio npocfcaM/iMHra, MTo6bi nonmTb HacKo/ibKo cymecTBeHHo ohm noB/ina/in Ha 

npOM3BOflMTe/lbHOCTb MTpbl. MHOTfla M3MeHeHMfl, BHeCeHHbie C L|e/lbK) y/iyMLUMTb npOM3BOflMTe/lbHOCTb 

BaiueM nrpbi, MoryT flaTb o6paTHbm 3({)(})eKT; no3TOMy 6yflbTe Bcenqa roTOBbi k HenpeflBMfleHHbiM 
o6cTOflTe/ibCTBaM npn onTMMH3ai4Mn KOfla. 

❖ Okho npoc})aM/iepa (Profiler window) 

> 3oHa 3arpy3KM un (CPU Usage Area) 

> 3oHa, oTBeMaKDinaa 3a penqepkiHr (Rendering Area) 

> 3oHa ypoBHfl 3arpy3KM naMHTki (Memory Area) 

> 3oHa, OTBeMaKDinaa 3a Ayqwo (Audio Area) 




(GPU Area) 



• OnTMMM3aL(Msi npon3BOflMTe/ibHOCTM b rpacfwKe (Optimizing Graphics Performance) 
(Web player) 

fl/ifl npocfrafi/iMHra Be6 n/ieepa Bbino/iHMTe c/ieflyiomne warn: 

1. flpoBepbTe 4eK6oKCbi Development Build v\ Autoconnect Profiler b HacTpoMKax c6opKM (Build 
Settings) KDhmtm nepefl TeM KaK HaMaTb npoqecc c6opKM. 

2. Korfla nrpa ywe 3anymeHa nepe3 Be6 n/ieep, y6e,qmecb mto nyHKT KOHTeKCTHoro MeHK) 

(Release Channel) BbicraB/ieH b pe>KMM (Development). 

3. Bbi6epnTe cooTBeTCTByKDinnM Bameki n/iaTcJjopMe: OSXWebPlayer (1/IMfl BALUErO KOMnbKD- 
TEPA) ki/iki WindowsWebPlayer BALUErO KOMnblOTEPA) - Tun Be6 n/ieepa ki3 Bbinafla- 
KDinero MeHK) (Active Profiler) (Profiler's window). 

/MlJfM*i"., (Android) 

Yfla/ieHHbiki npocJ)aM/ikiHr Ha ycTpoPicTBax c cucieMOM Ahapoma (Android) Mo>KeT 6biTb ocymecT- 
B/ieH flByMfl nyTAMki: Mepe3 (WiFi) v\nv\ ADB (Android Debug Bridge) 



Ana npocJjaM/iMHra c noMombio BafiOaM Bbino/iHMTe c/ieflyromne warn: 

1. Y6eflMTecb 4to 0TK/iKj4eHbi Bee Mo6n/ibHbie flaHHbie Ha BaiueM Ahapoma ycrpoficTBe. 

2. noflK/iioMMTe Banie AHflponfl ycTpoMCTBO k BaiueM ce™ (WiFi). 

3. npoBepbTe 4eK6oKc ("Autoconnect Profiler") b flua/ioroBOM 
OKHe HacTpoeK c6opkm b HDhmtm. 

4. noflK/iioMMTe Baiue Ahapoma ycrpoMCTBo k BaiueMy MaK-y/riK Mepe3 Ka6e/ib v\ Ha>KMMTe b 
peflaKTope KDhmtm Ha KHonKy (Build & Run). 

5. Korfla nrpa 3anycTMTCfl Ha BaiueM AHflponfl ycTpoMCTBe, OTKpoMTe okho npocfiafijiepa b 
peflaKTope KDhmtm ^epe3 MeHK) (Window-> Profiler). 

6. Ec/im bo BpeMH noflK/iKmeHMfl PeflaKTopa IOhmtm k BaiueMy ycrpoMCTBy B03HMKHyT npo6/ieMbi, 
nonpo6yMTe Bbi6paTb cooTBeTCTByioiuee ycTpoMCTBO M3 Bbinaflaraiuero MeHK) 

(Active Profiler) (Profiler's window). 
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Ha 3aMeTKy: fl/ia toto MTo6bi ycTpoMCTBo noflK/iioMeHHoe k BaiueMy KOMnbioTepy 6bmo npaBM/ibHo 
pacno3HaHO, Baiu MaK/riK m AnqpoMfl ycrpoMCTBO ,qo.n>KHbi BxoflMTb b oflHy noflceTb. 



fl/ifl npoc})aM/iMHra c noMombK) ADB Bbino/iHMTe c/ieflytomne mam: 

• noflK/iK)MMTe Banie ycrpoMCTBO k BanieMy MaK-y/nK Mepe3 Ka6e/ib v\ y6eflMTecb, mto ADB ero 
npaBM/ibHO pacno3Ha/i (b cnncKe ADB ycrpoMCTB ao/i>kho noflBMTbCfl v\ Baiue ycrpoMCTBO). 

• OTMeTbTe MeK6oKc ("Development Build") b flua/ioroBOM oKHe 
HacTpoeK c6opKM b KDhmtm m Ha>KMMTe Ha KHonKy (Build & Run). 

• Korfla nrpa 3anycTMTCfl Ha BaiueM AHflponfl ycrpoMCTBe, OTKpokrre okho npocfiakmepa b 
peflaKTope KDhmtm Mepe3 Men\o (Window->Profiler). 

• Bbi6epMTe (AndroidProfiler 
(ADB@127. 0.0. 1:54999)) M3 Bbinaflaiomero Men\o (Active 
Profiler) (Profiler's window). 

Ha 3aMeTKy: Pe^aKTop KDhmtm a BTOMaTMMecKM co3,qacT adb TyHHe/ib fl/ia nepe^a^M .qaHHbix Konqa 
Bbi Ha>KMeTe Ha KHonKy (Build & Run). Ec/im BaM 3axoMeTca 3anycTMTb npo- 

c()aM/iMHr fl/ifl flpyroro npM/io>KeHMfl v\nv\ nepe3anycTMTb cepBep adb, Torfla BaM npMfleTca y>Ke BpyM- 
Hyio HacTpoMTb m 3anycTMTb TyHHe/ib fl/ifl nepeflaMM flaHHbix nofl sto npM/ioweHMe. fl/ia toto mto6h 
cfle/iaTb sto, OTKpoMTe (Terminal window)/ 3anpocMTe KOMaHflHyio CTpoKy bboaom 

KOMaHflbi CMD m BBeflMTe Tyqa cneflyiOLuee: 

adb forward tcp:54999 localabstract:Unity-<insert bundle identifier here> 

Ha 3aMeTKy: bxoa b BbinaflaioiueM MeHK) 6yqeT BMfleH /lMiiib b tom cny^ae, ec/iM b KaMecTBe 
ue/ieBOM n/iaT(})opMbi 6yqeT yKa3aH Ahapoma. 

Ec/im Bbi Mcno/ib3yeTe dpaepBonn, Bbi flo/i>KHbi y6e,qMTbCfl mto nopTbi c 54998 no 55511-hm otk- 
pbiTbi m pa3penieHbi fl/ia Mcno/ib30BaHMa b npaBM/iax cJjaepBo/i/ia, KacaeMbix McxoflfliuMx .qaHHbix - 
stm nopTbi Mcno/ib3yK)TCfl KDhmtm fl/ia yqa/ieHHoro npocJjaM/iMHra. 

(Last update: 2013-05-09) 



CepBep KOMnoHeHTOB (TO/ibKO ana KoMaHAHoro Tuna /inueH3Mki) 



Asset Server (Team License Only) 



063op CepBepa KOMnoHeHTOB K)h 



(Unity Asset Server Overview) 



(Asset Server) BcrpoeHHbiM b KDhmtm, npeflCTaB/iaeT M3 ce6a CMCTeMy 

KOHTpO/lfl BepCMM M KOMnoHeHTOB CO CBOMM rpac}5MMeCKMM nO/lb30BaTe/lbCKMM MHTepcjDeMCOM. Oh 

npeflHa3HaMeH b ochobhom fl/ia KOMaHflHOM pa6oTbi Hafl npoeKTOM Ha pa3Hbix KOMnbKrrepax KaK Ha 
pa6oMeM MecTe, TaK m b yqa/ieHHOM pe>KMMe pa6oTbi. CepBep kom noHeHTOB flocraTOMHo xopomo on- 
TMMM3MpoBaH Ann pa6oTbi c 6o/ibiiiMMM o6"beMaMM flaHHbix, TaKMMM KaK KpynHbie 6MHapHbie naKeTbi 

KOMnoHeHTOB M/1M KaTa/lOTM npoeKTOB, KOTOpbie MOryT BeCMTb OT 5-10 AO HeCKO/lbKMX 

flecflTKOB rMra6aMT. Konqa bh 3a/iMBaeTe KOMnoHeHTbi Ha cepBep, (Import 
Settings) m flpyrMe MeTaflaHHbie oTHocflLUMeca k Ka>K,qoMy KOMnoHeHTy TaK>Ke 6yqyT oTnpaB/ieHbi Ha 
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cepBep BMecTe c caMMMM KOMnoHeHTaMM. TaKne cJjyHKMMM KaK nepenMeHOBaHne m nepeMemeHne 

Cj3aM/10B BHyTpM CMCTeMbl T3K>Ke nOflflep>KMBaeTCfl flflpOM CMCTeMbl. 

Bee 3TM B03MO>KHOCTM flOCTynHbl /lMlilb 06/iaflaTe/lflM (IPO JlMMeH3MM M fl/lfl Ka>KflOTO OTfle/lbHOTO 

pa3pa6oTMMKa Heo6xoflMMo npno6peTeHne flono/iHMTe/ibHOM /iML4eH3MM fl/ia flocryna k stmm bo3mo>k- 
hocthm. HTo6bi npno6pecTM JlML4eH3MK) K/ineHTa CepBepa KoMnoHeHTOB noxa/iyMcra noceTMTe OTfle/i 
npofla>K KDhmtm no aflpecy : 



• HacTpoMKa CepBepa KoMnoHeHTOB 




(New to Source Control?) 



Ec/im BaM paHbiue He npMxoflM/iocb cra/iKMBaTbca c KOHTpo/ieM BepcuM flaHHbix, to BHana/ie 
pa6oTa c jik>6om (versioning system) Mo>KeT BaM noKa3aTbca 

HecKo/ibKo Heyflo6HOM. Pa6oTa tbkom cucieMbi 3aK/iioMaeTC5i b xpaHeHMM Ko/i/ieKquM Bcex 
MMeioiuMxcfl y Bac KoMnoHeHTOB - MeweM, TeKCTyp, MaTepna/ioB, cKpunTOB m Bcero ocia/ibHoro - b 
6a3e flaHHbix, xpaHflineMca Ha onpeae/ieHHOM cepBepe. 3tmm cepBepoM Mo>KeT 6biTb Baiu flOMaiiiHMM 
KOMnbioTep, Ha kotopom bh pa6oTaeTe b KDhmtm, /ikj6om flpyroM KOMnbKrrep, BxoflfliiiMM b codaB 
BameM zioKa/ibHOM ceTM, m/im yqa/ieHHbiM KOMnbKrrep, HaxoflfliuMMca b /ik)6om tomkc 3eMHoro mapa, 
m/im fla>Ke mm Mo>xeT 6biTb BMpTya/ibHaa ManiMHa, BbicTynaiomafl b po/iM cepBepa. BapMaHTOB 
pea/iM3auMM cepBepoB KOHeMHo mhoto, ho no 6o/ibiuoMy cneTy He MMeeT 6o/ibiuoro 3HaneHMfl to, rae 
HaxoflMTca caM cep-Bep. Ba>KHo ziMiub to, mto y Bac 6yqeT xpaHM/iMine, b kotopom bh cMo>KeTe 
xpaHMTb cbom flaHHbie m Kyfla cMo>KeTe no/iy^MTb flocTyn b /iio6oe BpeMa /iio6biM yqo6HbiM fl/ia Bac 
cnoco6oM. 

B HeKOTopoM cMbic/ie c/ioBa CepBep KoMnoHeHTOB npeflcraB/ifleT co6om pe3epBHyio KonMio KaTa- 
ziora Baiuero npoeKTa. Bbi He ynpaB/iaeTe HanpflMyio flaHHbiMM, xpaHfliuMMMca Ha cepBepe KOMno- 
HeHTOB bo BpeMfl pa6oTbi Hafl npoeKTOM. Bee MeM Bbi 3aHMMaeTecb, TaK sto npoM3BOflMTe M3MeHeHMfl 
b npoeKTe, HaxoqfliueMCfl Ha BameM /immhom KOMnbioTepe, 3aTeM Konqa Hy>KHbie M3MeHeHMfl 6bi/iM 
BHeceHbi, bh nepeH0CMTe/3a/iMBaeTe M3MeHeHHbie flaHHbie/KOMnoHeHTbi Ha CepBep m 
(Commit) mto mx Heo6xoflMMO o6HOBMTb. B/iaroflapa TaKOMy noflxofly npoeKT, 
xpaHHWMMCfl na BaiueM J1m4hom KoMnbKrrepe m npoeKT, xpaHHiuMMca Ha CepBepe KoMnoHeHTOB 
6yAyT MfleHTMHHbi 

fla/iee, ec/iM M/ieHbi BaiueM KOManqbi BHecyT KaKMe-/iM6o M3MeHeHMH, to npoeKT, xpaHHiuMMca Ha 
CepBepe KoMnoHeHTOB 6yqeT MfleHTM^eH ziMiub npoeKTy, xpaHfliueMyca Ha mx jimhhhx KOMnbioTepax, 

HO HMK3K He Ha BaiiieM. HT06bl CMHXpOHM3MpOBaTb npoeKT, XpaHfllUMMCfl Ha BaiueM KOMnblOTepe BaM 

Hy>KHo 3anpocMTb (Update From Server). Tenepb KaKMe 6bi 

M3MeHeHM5i He npoM3Be/iM 4/ieHbi BaiueM KOMaHflbi Hafl Te KyiuMM npoeKTOM, .qaHHbie o h6m 6yqyT 
aBTOMaTMMecKM noflrpy>KaTbCfl Ha Baiu KOMnbKrrep m o6HOB/iflTb MH^opMauMio o HeM, mto6h npoeKT 
xpaHfliuMMca Ha BaiueM KoMnbKrrepe 6bm MfleHTMMeH TOMy npoeKTy, Hafl kotophm pa6oTaioT BaiuM 
Ko/i/ierM. 

PaHee 6bi/iM onMcaHbi ocHOBHbie bo3mo>khoctm npM pa6oTe c CepBepoM KoMnoHeHTOB. [Iommmo 

3TMX B03MO>KHOCTeM eCTb eiUe M flpyTMe: B03MO>KHOCTb OTKaTa K npeflblflyiUMM BepCMflM KOMnOHeH- 

tob, nofleTa/ibHoe cpaBHeHMe cfiaM/ioB, o6"beAHHeHMe flByx pa3Hbix Mewfly co6om cKpMnTOB, pa3pe- 

UJeHMe KOH(})/lMKTOB M BOCCTaHOB/ieHMe yqa/ieHHblX KOMnOHeHTOB. 

^^^^^^^^^^^^^^^^^^^ffl (Setting up the Asset Server) 

HTo6bi HaMaTb no/ib30BaTbCfl CepBepoM KoMnoHeHTOB flocraTOMHo oamh pa3 HacTpoMTb caM cepBep 

M CKOHCpMfypMpOBaTb K/lMeHT Ka>KflOTO OTfle/lbHOTO nO/lb30BaTe^fl B CeTM. HT06bl 03HaKOMMTbCJ1 c 
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TeM, KaK 3to qqe/iaTb, noceTMTe, noKa/iyficra, r/iaBy no,q Ha3BaHneM HacTpoMKa CepBepa KoMnoHeH- 
tob (Asset Server Setup). 



Ocra/ibHafl MacTb flaHHoro pyKOBoqcTBa o6"bflCHfleT, KaK pa3BepTbiBaTb, aflMUHMCTpupoBaTb m 
pery/iapHO no/ib30BaTbCfl CepBepoM KoMnoHeHTOB. 



3Ta MacTb no3HaKOMMT Bac c o6lhmmm 3aflaMaMM, Bbino/iHaeMbiMM c CepBepoM KoMnoHeHTOB, c 
caMMM pa6oMMM npoueccoM m /lymunMM MeTOflaMM pa6oTbi, npuMeH^eMbiMM b eweflHeBHofi pa6oTe. 



Ec/im Bbi pewki/iki npucoeflMHMTbCJi k KOManqe, y kotopom y>Ke xpaHMTca 6o/ibiuoe Ko/iMMecTBo 
pa6oMeM MHcJjopMauMM Ha CepBepe KoMnoHeHTOB, to onucaHHbie Hkwe warn noMoryT BaM 6bicTpo 
npucTynnTb k pa6oTe, He onacaacb, mto mto-to noMfleT He TaK. Ec/im we bh HaMa/in cbom co6cTBeH- 
Hbiki npoeKT c Hy/ifl, to bh MOKeTe nponycTMTb 4TeHne flaHHOM nacTM pyKOBOflCTBa v\ nepefi™ k 
MacTM no,q Ha3BaHneM Ochobh Pa6oMero npoqecca (Workflow Fundamentals). 

1. Co3flaMTe HOBbiM nycTOM flpoeKT He MMnopTupya b Hero HMKaKne naKeTbi flaHHbix M3BHe 

2. C noMoinbio KOMaHflbi MeHK) (Edit- 
>Project Settings->Editor) Bbi6epnTe b KanecTBe cucTeMbi kohtpo/ih BepcuM 

(Asset Server). 

3. M3 naHe/in MeHK) Bbi6epnTe (Window->Version). 

4. Ha>KMMTe Ha KHonKy (Connection). 

5. BBeflMTe Banie mma no/ib30BaTe/ifl v\ napo/ib (npeflocraB/ieHHbiM BaM aflMMHMCTpaTopoM 
CepBepa KoMnoHeHTOB). 

6. Ha>KMMTe (Show Projects) m Bbi6epirre oiryqa we/iaeMbm npoeKT. 

7. Ha>KMMTe (Connect). 

8. IHe/iKHMTe Ha BKnaflKe (Update). 

9. LUe/iKHMTe Ha KHonKe (Update). 

10. EC/IM B03HMKHeT KOHC}3/lk1KT BepCMM, MCK/lK)MMTe BCe JlOKa/lbHbie BepCHkl. 

11. flO>KflMTeCb 3aBepiiieHMfl 06H0B/ieHMfl. 

12. Bbi roTOBbi k pa6oTe. 

PeKOMeHflyeM BaM npoflo/DKkiTb MTeHkie 6o/iee noflpo6Horo onucaHna toto, KaK sctx^eKTMBHo 
ncno/ib30BaTb CepBep KoMnoHeHTOB b cBoePi noBceflHeBHOM pa6oTe. 



Korfla Bbi pa6oTaeTe b KOMaHfle cflpyrnMM ziioflbMki Hen/ioxoPi npoc^miaKTi/iKOM 6bi/io 6bi b HaMa/ie 
Ka>Kfloro pa6oMero aha o6HOB/i5iTb Bee jioKa/ibHbie flaHHbie Baiuero npoeKTa c cepBepa KoMnoHeHTOB 

6bi BHeceHHbie bbmh M3MeHeHMfl b KOHqe pa6oMero aha v\nv\ bcakmm pa3, Korfla Bbi 
3aKaHMMBa/in 6bi cbok) pa6oTy. Tao<e ec/in Bbi cmomm flo6nTbCfl Mero-To 3Ham/iMoro pa6oTaa Hafl 
MeM-^n6o BaM TaK>Ke cneflyeT coxpaHMTb stm M3MeHeHMfl, flawe ec/in Ha flaHHbm MOMeHT To/ibKo 




(Daily use of the Asset 



(Getting Started) 




1 



(Workflow Fundamentals) 
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cepeflMHa pa6oMero aha 

. PeKOMeHflyeTca KaK mo>kho Maine coxpai-mTb pe3y/ibTaT BaiueM pa6oTbi 



BaM cMacTbe KaK 
y bot, o neM a 



©iyai®© (§£333 (^oQ^w (Understanding the Server View) 
BuflOBoe Okho CepBepa 3to Bam ny/ibT ynpaB/ieHMfl CepBepoM KoMnoHeHTOB, k KOTopoMy Bbi 

nOflK^fOMaeTeCb. HT06bl OTKpblTb 3TO OKHO BOCnOJlb3yMTeCb KOM3 HflOM MeHK) 

(Window->Version Control). 




BxnaMKa 063op (Overview tab) 



BuflOBoe Okho CepBepa pa36nTo Ha BK/iaflKki: (Overview), (Update), 

(Commit). BK/iaflKa (Overview) oTo6pa>KaeT pa3Hkmy Me>Kfly npoeKTOM xpaHfl- 

muMcsq Ha BaiueM KOMnbKrrepe v\ npoeKTOM, xpaHameMCfl Ha CepBepe c B03M0>KH0CTbK) 6bicTpo cox- 
paHMTb noc/ieflHue M3MeHeHmi b zioKa/ibHOM npoeKTe v\ 3a/iMTb mx Ha cepBep v\nv\ cKaMaTb noc/ieflHue 
o6HOB/ieHMH fl/ifl npoeKTa c CepBepa. BicnaflKa (Update) oTo6pa>KaeT nocneflHioK) M3Me- 

HeHHyio BepcuK) npoeKTa, pacnano>KeHHyK) Ha CepBepe, c B03M0>KH0CTbK) CKaMaTb stm noc/ieflHue 
o6HOB/ieHMfl. BicnaflKa (Commit) no3Bo/iaeT co3,qaTb (Change- 

set) m Bbi/io>KMTb ero Ha cepBepe, mo6bi ero momm CKaMaTb oiryfla M/ieHbi BaiueM KOMaHflbi. 
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(Connecting to the server) 



npe>Kfle MeM bu cNioweTe HanaTb no/ib30BaTbca CepBepoM KoMnoHeHTOB, bh flo/i>KHbi no^K/iio- 
MMTbCfl k HeMy. HTo6bi cfle/iaTb sto, K/iMKHMTe Ha KHonKy CBfl3b (Connection), KOTopaa nepeMecTMT 
Bac k (connection screen): 





Conn«oton 



Server a%iet- server 



User Name rym 
Password 



Show ProjettsJ | Clear ConfipuraPon | 



ProK< tName Island demo 



Connect 



Projects on 



HolidiiyCaidOS 
HugclnitulCh«kouiBug 

JAM- Ball Drop 
JAM-Balloon 
/AM-SequencfPlatformei 



Okho coeflM-teHi/in c CepBepoM KoMnoHSHTOB (The Asset Server connection screen) 
3flecb BaM Heo6xoflMMo 6yqeT BBecTn: 



1. 
2. 
3. 



(Server Address) 
(Username) 

(Password) 



npn HaxoTkiki Ha KHonKy (Show Projects) oTo6pa3MTca cnncoK Bcex 

flOCTynHblX B flaHHbIM MOMeHT npoeKTOB B CepBepe KOMnOHeHTOB, 143 KOTOpblX Bbl CMO>KeTe Bbl6paTb 

k KaKOMy M3 hmx noflK/i Kj^MTbCfl, Ha>KaTneM Ha KHonKy (Connect). 3aMeTbTe, 4to 

mmji no/ib30BaTe/ifl m napo/ib, ncno/ib3yeMbie BaMM mo>kho no/iyMMTb y Baniero cucTeMHoro 
aflMMHMCTpaTopa. Bam cucTeMHbiki aflMMHMCTpaTop co3flacT y^eTHbie 3anncn To/ibKo Torfla, Korfla Bee 
M/ieHbi KOMaHAbi ycraHOBHT ce6e CepBep KoMnoHeHTOB. 




(Updating from the Server) 



Hto6h cKa4aTb Bee o6HOB/ieHkifl c cepBepa, cnepBa Bbi6epme BK/iaflKy (Update), 
pacno/io>KeHHyK) cnpaBa ot BK/iaflKM (Overview) v\ bh yBMflMTe cnncoK noc/ieflHux 

(Changeset). no HaxcaTHK) Ha orv\h M3 Ha6opoB bh cMo>KeTe b npaBOM 
naHe/in oKHa yBMfleTb. mo 6h/io M3MeHeHo b tom m/im mhom Ha6ope c coo6meHneM, onucHBaramuM 
flaHHoe M3MeHeHne. HawMkrre (Update) v\ HaMHeTca 3aKaMKa Bcex o6hobji6hmm, 

OTHocflinnxcfl KflaHHOMy Ha6opy. 



CrpaHkiua | 54 



OcHOBbi Unity 3D - HacrpoMKa Bamero pa6oHero npocTpaHCTBa 



u Overview Upd>" Comom 

B Updates 

Fining bug? . 

4078 Todav U:S2 rvtli 
nothing Important 

4077 Aug 24 1S 56 ryg, 
| lest scene and all thai was needed to make it 


Crungeiet 

Editor 
li)VLEBo».cs 
ki)VLEEdltor.cs 
|>)VlEReflectBn.cs 

Runtimes JivaNodes 
li) VIES leepjs 


R>lr«h 


node to nod* variables work, editor gm clipp 
407S Aug 20 19:46 rytls 
Proper checking ol Inherent types llnslead ol 

4074 Aug 19 09 43 rytis 
commit all 

4073 Aug 14 2! 52 rytls 


Standard Assets 
Standard AssetsiRuniime 

|cj ExitLlnk.cs 
l^JLink-cs 

' .'ToBoxVariableLinkcs 
LlVariableLink.es 


rm 
i. -'t 

PTl | 

i. t 
i, ..i * 


Can hu triggers! 




Update Message 


4072 Aug 14 23:22 
the rest 

4071 Aug 14 19 43 


rytis 
rytls 


test scene and all that was needed 10 make ir work 


| Compare | 









Bx/iaMKa 06HOBHTb (Update tab) 



BHeceHMe noATBepaueHMM 06 kl3MeHe.Hn.flx Ha CepB 



(Committing Changes to the Server) 



Ec/im Bbi npon3Be/in KaKoe-Hn6yflb M3MeHeHne no oTHoweHmo k npoeKTy, xpaHflmeMyca Ha 
BaiueM KOMnbraTepe v\ xoTkue 3aHecTM sto M3MeHeHne Ha cepBep, Bocno/ib3yMTecb BK/iaflKOM 
(Commit). 



BKnap,Ka lloMTBepMHTb (Commit tab) 
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Tenepb y Bac 6yqeT B03M0>KH0CTb yBMfleTb Bee M3MeHeHMfl, npon3BefleHHbie Ha BaiueM KOMnbK)- 
Tepe co BpeMeHM nocneflHero o6HOB^eHMfl, a Taioxe B03M0>KH0CTb Bbi6paTb KaKne M3 btmx M3MeHe- 
hmm c/ieflyeT 3a/iMTb Ha cepBep. Bbi Mo>KeTe ,qo6aBJiflTb cBe>Kne M3MeHeHMfl b Ha6op M3MeHeHMM 
nyTeM nepeTacKMBaHMfl BpyMHyio mx b none Ha6opoB M3MeHeHHki, v\nv\ ncno/ib3yfl khoiikm, pacnano- 
>KeHHbie nofl no/ieM fl/ia BBoqa coo6meHMM. He 3a6biBaMTe co3flaBaTb KOMMeHTupyio- 

lUMe C006lHeHMfl fl/lfl kBMeHeHHblX KOMnOHeHTOB, MT06bl nOTOM Bbl MOT/IM CpaBHMTb Me>Kfly co6om MX 

Bepckiki m/im BepHyTbca k 60/iee paHHMM M3 hmx. H to h .qpyroe 60/iee noflpo6Ho 6yqeT paccMOTpeHo 

HM>Ke. 



Pa3peiueHne KOHcp/iki 



1 



(Resolving Conflicts) 



B cMTyauuM, Korfla Hafl oahom v\ tom >Ke Ko/i/ieKqueM flaHHbix pa6oTaeT HecKo/ibKo Me/ioBeK, 
6yflyT B03HMKaTb Hen36e>KHbie KOHcfxnkiKTbi. HnaBHoe He naHMKyMTe! 

. Ec/im TaKaa cMTyaunfl Bee >xe npmcnK>m/i.nacb c BaMM m bh 3anaHMKOBa/in 

, to bo BpeMfl o6HOB/ieHMfl Baiuero 
npoeicra Ha 3KpaHe noflBMTca flua/ioroBoe okho (Conflict Resolution). 



• Server 

Ovttviw, Update ! Commit 



Skip Asset 



Action 



Discard My Changes | Ignore Server Changes I MeToel 



Asset 



Mcr 9 e (jSjEditor/vlEBox.cs 

I 1 Discard My Changes jTestinfl/DaCame/.MaterUls/fuekelltexture.™ 
Ignore Server Change ^Testing/DaGarne/.Materials/Ground.mat 
Skip Asset ^Testing/OaCame/.Materials/Elevaror.mat 
Skip Asset (^Testing/DaGame/.Scripts/(Haver/ThirdPersonController.js 
Discard My Changes [g Testing/OaCame/.Models/LerpzPrefab prefab 



l or P' 



Continue 



Cancel 



flua/ioroBoe okho (The Conflict Resolution screen) 

B 3tom flua/ioroBOM oKHe 6yfleT oTo6pa>KeHa MHdpopMaunfl 0 Bcex HafifleHHbix KOHdp/iMKTax a TaK- 
>Ke npeflCTaB/ieHbi onqnn, fl/ia mx pa3peweHkifl. TaK k npuMepy, MTo6bi nponycTMTb pa6oTy c JiK>6biM 
M3 KOHcfi/iMKTHbix KOMnoHeHTOB, flocTaTOMHo HawaTb Ha KHonKy (Skip 
Asset) (b 3tom c/iyMae flaHHbm KOMnoHeHT He 6yqeT cKanaH c cepBepa), mo6bi c6pocnTb 
M3MeHeHMfi npo-fle/iaHHbie c TeM v\nv\ mhhm KOMnoHeHTOM b BaiueM zioKa/ibHOM npoeKTe, HaxcaTb Ha 
KHonKy (Discard My Changes) (b stom cny^ae KOMnoHeHT, 
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xpaHflmnMCfl b BaiueM /lOKa/ibHOM npoeKTe 6y,qeT nepe3anncaH KOMnoHeHTOM c cepBepa) m/im mto6h 
nponrHopupoBaTb M3MeHeHMfl BHeceHHbie b KOMnoHeHT Ha cepBepe Ha>KaTb Ha KHonKy 

(Ignore Server Changes) (b stom cnyMae 6yflyT 
nponrHopupoBaHbi Bee M3MeHeHMfl, npofle/iaHHbie flpyrnMM no/ib30BaTe/iflMM Hafl flaHHbiM 
KOMnoHeHTOM m noc/ie flaHHoro o6HOB/ieHMfl bh cMo>KeTe noflTBepflMTb M3MeHeHMfl BHeceHHbie bbmv\ 
Ha Te mto y>Ke MMeioTcsq Ha cepBepe) m tsk fl/ia Ka>Kfloro MHflUBUflya/ibHo B3flToro KOHcfxnkiKTa. TaioKe 
bh Mo>KeTe Bbi6paTb c^yHKunio (Merge), fl/ia o6"beflMHeHMfl Me>Kfly co6om cepBepHOM 

M JlOKa/lbHOM BepCMM T3KMX TeKCTOBblX KOMIIOHeHTOB KaK CKpkinTbl. 

Ha 3aMeTKy: Ec/im bh peiiiMTe C6pocnTb Bee Banin M3MeHeHMfl, to KOMnoHeHT 6yqeT o6HOB/ieH 
AO noc/ieflHeki Bepcun c cepBepa (npn stom 6y,qyT BK/iioMeHbi v\ M3MeHeHMfl, npofle/iaHHbie flpyrnMM 
no/ib30BaTe/iflMki, noKa bh pa6oTa/in Hafl MeM-To eme). Ec/im bh xoTme BepHyrbca k pa6oTe c kom- 

IIOHeHTOM B TOM COCTOflHMM, B KOTOpOM OH 6bl/l, KOTfla BH HaMa/lM C HUM pa60TaTb, BH flOJDKHH Bep- 

HyTbCfl k onpefle/ieHHOM, y>t<e npoBepeHHOM BaMM Bepcun (npocMOTpnTe HM>Ke 

(Browsing revision history) m (reverting assets)). 

EC/IM BH CTO/lKHeTeCb C KOH(}3/lMKTHOM CMTyaqneM BO BpeMfl nOflTBep>KfleHMfl npOfle/iaHHHX BaMM 
ZlOKa/lbHblX M3MeHeHMM, KDhMTM OTK3>KeT BaM B nOflTBep>KfleHMM flaHHHX M3MeHeHMM M coo6lhmt BaM 
0 B03HMKHOBeHMM KOH(})/lMKTHOM CMTyaUMM. HTO peiUMTb B03HMKLUMe KO H M KTbl , H3>KMMTe Ha KHOI"IKy 

(Update). BaniM zioKa/ibHbie M3MeHeHMfl He 6yqyT aBTOMaTMMecKM nepe3anncaHH. Ha 
flaHHOM 3Tane Ha 3KpaHe no^BHTCfl /lkinib flua/ioroBoe okho Pa3peiueHMe Kohc})/imktob (Conflict Reso- 
lution), b kotopom bh cMo>xeTe Bbino/iHMTb flekicTBMfl, onucaHHbie HecKo/ibKMMM a63auaMM Bblliie. 



asset: 




• im t>vnirt}dtorn 
Visual Logic Editor 



brjwte the complete history of Ihe 1 ShowHitwrY 
project 



Discard all local c hanciei you made 10 ( Discard Changet 
the piuject 



Atwt Administration 



Cieate- and admtniswt Asset S#rm | Admmntiafjon | 

projects 



nothing imooiunt ^ 

M seel* rr j i that .,, „^ rt i„ ™u It . l W , 

node to node variables Mlt, editor pd clippn rfda 

Preiser rr^airiu or Inheieet rrpet [initead eft ryrn 

toimdi all ng, 

Can hai lilooeri' rfta 

the resl rvtn 



YjJOsIr Uriels 



mm 

TcitJog'DaCarne.'.ki ipt* Haver 
:?«sorrConlroll«rjs 




(Browsing revision history and reverting 



CepBep KOMnoHeHTOB xpaHMT Bee 3a.ni/iTbie 
Bepcun KOMnoHeHTa b cBoeti 6a3e flaHHbix, TaK 

MTO BH MOX<eTe B /llo60M MOMeHT BepHyTbCfl Ha 

oflHy M3 npe>KHnx BepcuM cBoero /lOKa/ibHoro 

KOMnOHeHTa. riOMMMO 3T0T0 BH MO>KeTe Bbl6paTb 
- BOCCTaHOBMTb BeCb npoeKT Me/IMKOM M/1M BOC- 
CTaHOBMTb TO/lbKO eTO OTfle/lbHbie CpaMJIbl. Hto6h 

BepHyTb cTapyio Bepcuio KOMnoHeHTa v\nv\ 
npoeKTa, nepePiflMTe Ha BK/iaflKy (Over- 
view), 3aTeM Ha>KMMTe KHonKy 

(Show History) Haxoflflinyiocy. nofl 3aro- 

OBKOM 

(Asset Server Actions). B pe3y/ibTaTe bh 
yBMflMTe cnncoK Bcex noflTBep^fleHHbix M3Me- 

HeHMM M CMO>KeTe Bbl6paTb KaKMe M3 HMX OTMe- 

HMTb, mto6h BepHyTbca k npe>KHeM BepCMM 
OTfle/ibHo B3flToro 4)aM/ia m/im Bcero npoeKTa 
qe/iMKOM. 



(Show History) 



fl0Ka3aTb MCTO 
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B 3tom flkia/ioroBOM oKHe mo>kho npocMOTpeTb HOMep Bepcun m Ao6aB/ieHHbie KOMMeHTapnn k Ka>KAOMy 
KOMnoHeHTy, BxoAameMy b cocTaB npoeKTa. KoMMeHTapnn caMM no ce6e oneHb Ba>KHbi, TaK KaK MoryT Hecm b 
ce6e Aono/iHMTe/ibHyio MHc|}opMaLj,MK) o tom mi i/i i/iHOM KOMnoHeHTe m/ih cJjaMJie npoeKTa. Bbi6epnTe /ik>6om 
KOMnoHeHT mjim Becb npoeKT ue/iMKOM, MTo6bi npocMOTpeTb MCTopkiK) ero C03flaHMfl. HaMflMTe Hy>KHyio BaM 

BepCHK). MO>KHO Bbl6paTb BCe MTO BOW/10 B AaHHyK) BepCMK) 

MJIM TO/lbKO OnpeAe^eHHblM KOMnOHeHT, MMeiOLAMM OTHOUJeHMe K A3HH0M BepcMM. 3aTeM 

Ha>KaTb Ha (Download Selected File), MTo6bi o6HOBMTb jioKa/ibHyio BepcMK) 

Baujero KOMnoHeHTa Ha Konwro tom, mto bw cKanaeTe. Ha>KaTMe Ha (Revert All 

Project) npMBeAGT k o6HOB/ieHMK) Bcero npoeKTa ao Bbi6paHHOM BepcMM. 



Ec/im ao o6HOB/ieHMfl m 6bi/iM KaKMe-To pa3^MMMfl Me>KAy zioKa/ibHOM m cepBepHOM BepcMAMM, to nocne 

06HOB/ieHM3 CepBepHOM BepCMM nOBepX JlOKa/lbHOM 3TM pa3/lMMMfl MCMe3HyT. 



y Bepci 

KOMnOHeHTOB, XpaHfllAMXCfl B npOeKTe Ha BaLJJeM KOMne eCTb pa3/lMMI/1fl C BepCMflMM KOMnOHeHTOB, XpaHflU4MXC5l 

Ha cepBepe, to nocne Toro KaK Bbi o6hobmts c cepBepa /ioKa/ibHyK> BepcMio BaujMx KOMnOHeHTOB - ohm 6yAyT 
npMHaA-ne>KaTb k oahom BepcMM, a 3H3MMT pa3/iMMMM Me>KAy hmmm y>Ke hmk3kmx He 6yAeT). 



ECTIM >Ke Bbl XOTMTe BCeTO JlMUJb OTMeHMTb M3MeHeHMfl, npOAe/iaHHbie HaA ZlOKa/lbHOM KOnMeM TOTO M/IM MHOTO 
KOMnOHeHTa, TO HeT He06X0AHM0CTM 06H0B/ieHM51 KOMnOHeHTa . Bbl MO>KeTe 

OTMeHMTb stm M3MeHeHM3, nyTeM Ha>KaTMfl KHonKM OTMeHMTb M3MeHeHMfl (Discard Changes) b maBHOM OKHe 
CepBepa KOMnOHeHTOB. B pe3y/ibTaTe Hero Ha Bauj KOMnbioTep c cepBepa KOMnOHeHTOB 6yAeT CKa^aHa TeKymaa 
BepcMM npoeKTa. 



epCMM KOMfl 



1 



(Comparing asset versions) 



ECTIM Bbl XOTMTe yBMAeTb pa3HMI4y Me>KAy AByMfl p33HblMM BepCMflMM TOTO M/1M MHOTO KOMnOHeHTa, Bbl 

Mo>KeTe cpaBHMTb mx. HTo6bi cAenaTb sto, OTKpoMTe Ana/ioroBoe okho (History), Bbi6epMTe BepcMio m 

KOMnoHeHT, KOTopbie Heo6xoAHMO 6yAeT cpaBHMTb v\ Ha>KMi/nre (Compare 
to Local Version). Ectim BaM Heo6xoAHMo cpaBHMTb Ase pa3Hbie BepcMM oahoto KOMnoHeHTa - m,e\nKHMTe 
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npaBOM KHonKOM no HeMy m b KOHTeKCTHOM MeHK) Bbi6epnTe (Compare to 

Another Revision) 3aTeM HaMflMTe Ty Bepcmo, c kotopom Heo6xoAHMO cpaBHMTb TeKymyio m Bbi6epnTe ee. 

Ha 3aMeTKy: ana stom cjjyHKUMM Tpe6yeTca Ha/inMne oflHoro M3 HM>Ke nepeMkic/ieHHbix MHCTpyMeHTOB no 
pa3HOCTn/c/inflHMK>, KOTopbie noAaepwuBaiOTCfl (Ohhtm. Botohi/i: 

❖ Ha n/iaTcj3opMe Windows: 

> TortoiseMerge: MacTb npoeKTa Tortoise SVN uni/i npome roBopn OTfle/ibHO 3arpy>KaeMafl ero MacTb c 
caMTa npoeKTa. 

> WinMerge. 

> SourceGear Diff/Merge. 

> Perforce Merge (p4merge): MacTb BM3ya/ibHoro Ha6opa k/i m e HTa Perforce (P4V). 

> TkDiff. 

❖ Ha njiaTcjDopMe Mac OS X: 

> SourceGear Diff/Merge. 

> FileMerge: MacTb MHcrpyMeHTOB una pa3pa6oTKH Apple XCode. 

> TkDiff. 

> Perforce Merge (p4merge): MacTb BM3ya/ibHoro Ha6opa K/ineHTa Perforce (P4V). 



BoccraHOBJieHne yqa/ieHHbix KOMnoHei 



(Recovering deleted assets) 



Yfla/ieHkie jioKa/ibHoro KOMnoHeHTa n noflTBepwaeHwe stoto y,qa;ieHi/m Ha cepBepe BOBce He 3HaMMT mto 
KOMnoHeHT 6bi/i yAa/ieH 6e3B03BpaTHo. TaK>Ke KaK v\ n\o6an npeflbiAymaa Bepcua KOMnoHeHTa, oh Mo>KeT 6biTb 
BocctaHOB^eH Mepe3 BK/iaflKy (Overview) flna/ioroBoro OKHa (History). 




flwa/ioroBoe okho 



(History) 
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Pa3BepHHTe 3/ieMeHT 

Hy>KHbie KOMnOHeHTbl M Ha>KMMTe Ha KHonKy 



(Deleted Assets) HaMAUTe m Bbi6epnTe H3 cnncKa 
(Recover), Bbi6paHHbie KOMnoHeHTbi 6yAyT 



3aKaMaHbi c cepBepa v\ noBTopHO Ao6aB/ieHbi b JioKa/ibHbm npoeKT. Ec/iki nanKa, b kotopom Haxoflkmca 
KOMnoHeHT flo yAa/ieHMfl, Bee eme cymecrayeT, to 3aKaMaHHbm KOMnoHeHT 6yAeT noMemeH b Hee, ec/in we HeT, 
to OHa 6yaeT BHOBb co3flaHa b KopHeBofi KaTa/ior KOMnoHeHTOB Bawero zioKa/ibHoro npoeKTa. 



fla/iee npeAcraB/ieHa nofl6opKa Jiymunx cnoco6oB m peweHMM A-na Macro BcrpeMaiomi/ixcfl npo6/ieM, npn 
ncno/ib30BaHMM CepBepa KoMnoineHTOB : 

1. f\ename, nenawre n eme pa3 Ae/iafiTe pe3epBHbie Konnn. 

■ MMewTe npn ce6e Konmo cBoei/i 6a3bi AaHHbix. 3to oneHb b3>kho, TaK KaK b c/iyMae HenpeABHAeH- 

HblX 06CT0flTe/lbCTB, T3KMX KaK 3apa>KeHMe KOMflbKDTepa BHpyCOM, npo6^eM C >Ke/ie30M M/1M npocTo 



npoAe/iaHHyio BaMM pa6oTy. nosTOMy y6eAHTecb b tom, mto y Bac ecTb pe3epBHaa Konna BaweM 
6a3bi AaHHbix. B ceTM Bbi cMoweTe h3mth Maccy i/iHqbopMau.kiw no TOMy, KaK sto Ae/iaeTca. 

2. OcTaHOBMTe pa6oTy c cepBepoM npe>KAe MeM BbiK/iioMMTb KOMnbioTep. 

■ TaK MO>KHO npeAOTBpaTMTb "cnOHTaHHbie OTK/lK)MeHMfl", TaK Ha3blBaeMbie C06blTH51, KOTOpbie co3Aa- 

K)TCfl b /lore 6a3bi AaHHbix PostgreSQL (/lore CepBepa KOMnoHeHTOB). B cnyMae ecnki TaKoe cnoH- 
TaHHoe OTKJifOMeHMe Bee >Ke npon30kiAeT, CepBep KOMnoHeHTOB npoi/i3BeAeT aBapMMHoe BoccraHOB- 
neHne AaHHbix. 3Ta onepauMfl MoweT oTHHTb mhoto BpeMeHM, oco6eHHo ecni/i Bam npoeKT He To/ibKO 

AOCTaTOMHO 60/lbLUOM, HO M MMeeT MHO>KeCTBO BepCMM. 

3. C6poc napo/ia M3 OKHa KoHcanw. 

■ Bbi Mo>KeTe c6pocnTb Baw napo/ib HenocpeACTBeHHo npaMo b o6o/ioMKe, H3 OKHa kohco^m m H3 

KOMaHAHO^I CTpOKM nyTeM BBeASHMJI C/ieAyiOLHeM KOMaHAbK 

psql -U unitysrv -d templatel -c"alter role admin with password 'MYPASSWORD' " 

4. He MO>KeTe noAK/iiOMkiTbCfl k CepBepy KOMnoHeHTOB 

■ napo/ib bo3mo>kho ycrape/i. nonpo6yfiTe c6pocnTb napo/ib. 

■ TaK>Ke ctomt noMHMTb mto MMfl no/ib30BaTe/ifl MyBCTBMTe/ibHO k perkicrpy: "Admin" !="admin". 
Y6eAHTecb mto Bbi ncno/ib3yeTe HywHbiki perncTp. 

■ Y6eAHTecb mto CepBep Ha caMOM Aene pa6oTaeT: 

• Ha cucTeMax OS X m Linux Bbi MoweTe BBecTM b TepMHHa/ie c/ieAytomee: ps -aux 

• Ha cucTeMe Windows mo>kho Bocno/ib30BaTbcn flucneTMepoM 3aAan. 

■ npoBepbTe, He 3anymeH /in CepBep Ha 6o/iee MeM oahom KOMnbioTepe b Bawei/i ceTM. Bbi MoweTe 

nblTaTbCfl nOAK/llOMMTbCJl He K TOMy, KOTOpbIM BaM HyweH. 

5. CepBep KOMnoHeHTOB He pa6oTaeT Ha 64 6mthom Bepcun Linux. 

■ CepBep KOMnoHeHTOB cmokct pa6oTaTb Ha 64 6mthom Bepckiki Linux, ecjin Bbi ycraHOBi/rre Ha Hee 32 

6MTHbie BepCklH He06X0AHMblX KOMnoHeHTOB. MO>KHO BOCnO/lb30BaTbC51 CneAyiOLMeM K0M3HA0M, 

MTo6bi CAenaTb sto "dpkg -I -force-architecture". 

6. Hcno/ib3yMTe wypHa/ibi (/lorn) CepBepa KOMnoHeHTOB, MTo6bi co6paTb 6o/ibLue HHqbopMaunn. 

■ B cucTeMe Windows no nyTn: 

• \Unity\AssetServer\log 

■ B cucTeMe OS X: 

• /Library/Unity/AssetServer/log 

7. "Ouin6Ka MHMi4na/iM3auMH npi/moweHkifl (0xc0000135)" ("The application failed to initialize properly 
(0xc0000135)" b Windows XP 

■ B TaKOM cnyMae Heo6xoAHMO ycraHOBMTb flaKeT 06HOB/ieHMfi 2 (Service Pack 2) m NET 2.0. 




(Best Practices & Common Issues) 



ec/in Bbi cnyMaMHo Hawa/iw He Ha Ty KHonoMKy 



Bbi MO>KeTe nOTepflTb BCK3 
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Tenepb y Bac ecTb Bee Heo6xoflHMbie 3HaHMH, MTo6bi HanaTb nanb30BaTbCfl CepBepoM KoMnoHeHTOB. MoweTe 
npucTynaTb, ho He 3a6biBaMTe Te npocTbie npaBM/ia, cBH3aHHbie HenocpeacrBeHHo c pa6oMMM npoueccoM, 
KOTopbie Mbi paccMOTpe/iw Bbiuje. floMame cf)MKCMpyMTe M3MeHeHMfl m He 6oMTecb 3a to, mto mto-to noTepneTe. 



n>TTT (Last update: 2013-03-07) 



BBefleHMe b JlatfTMsnnu 




(Lightmapping Quickstart) 



3to r/iaBa nocBflmeHa 3HaK0MCTBy c /laMTMannwHroM b KDhmtm. fl/ia 6o/iee noflpo6HOM HHcJjopMauMM, 
noceTMTe r/iaBy nofl Ha3BaHneM "Ymy6/ieHHoe M3yMeHne /laMTMannnHra b KDhmtm". 

KDhmtm MMeeT no/iHocrbio MHTerpMpoBaHHbiM JiaMTMannep nofl Ha3BaHMeM - 3Bepb (Beast) ot Illuminate 
Labs. 3Bepb pa6oTaeT cne,qyK)LHMM o6pa30M - oh 3aneKaeT KapTbi ocBemeHMH (ziaMTMsnbi) una BaiueM cueHbi, 
ocHOBbiBancb Ha tom KaK HacTpoeHa Baiua cueHa b KDhmtm, T.e. oh 6yAeT yMMTbmaTb to KaK HacTpoeHbi MeuiM, 
MaTepMa^bi, TeKCTypw m mctomhmkm cBeTa. TaK>Ke cneayer MMeTb BBMfly, mto ziaMTMannMHr flB/iaeTcn HeorbeM- 
zieMOM MacTbK) npouecca peHflepMHra - KaK To/ibKo Kap™ ocBemeHHocTM (ziaMTMsnbi) co3flaHbi, BaM y>Ke He 
Haflo 6yfleT 60/ibwe hm o MeM 6ecnoKOMTbca, Bee ocra/ibHoe 3a Bac cae/iaioT o6teKTbi cueHbi, KOTopwe 

npMMeHflT K Ce6e TO/lbKO MTO C03AaHHbie /iaMTM3nbl. 




fleMOHCTpaqufl naMTMsnnnHra 
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Bbi6op nyHKTa Memo 




(Window-Lightmapping) OTKpoeT okho /lafiTMsnrmHra: 



Y6eflMTecb mto tot Mew, p,nn KOToporo Heo6xoflMMo 6yfleT co3flaTb KapTy ocBemeHHocTM (/lafiTMsn), 
MMeeT npaBM/ibHbie UV KoopflMHaTN. CaMbm zierKkiki cnoco6 3to CAe/iaTb - Bbi6paTb 

onunK) b (Mesh Import Settings) 

(Generate Lightmap UVs). 





BK/iaflKa 



(Object), naHe/in 



HacTpoMKa pa3peiueHMfl 



2. Bo BK^aflKe (Object) noMeTbTe ra/iOMKofi /ik)6om M3 npefl/io>KeHHbix Ha Bbi6op TunoB 

o6"beKTOB A-n^ peHflepuHra KaK (Static) - bto coo6lumt KDhmtm o tom, mto flaHHbiM Tun 

o6"beKTOB He 6yfleT hmk3k M3MeHATb CBoe no/io>t<eHne, a cooTBeTCTBeHHo ana hmx mo>kho 6y^eT 

C03flaTb KapTbl OCBeiHeHHOCTM. 



3. Hto6n ynpaB/iflTb pa3peweHkieM KapT ocBemeHHocTM, nepeMAUTe bo BK/iaAKy (Bake) m 

HacTpoMTe 3HaMeHMe (Resolution). (HTo6bi ziymue noHHTb KaK Bbi pacnopsiwaeTecb 
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TeKce/iaMM cBoero /iafiTM3nni/iHra, 3arn»nme b Ma/ieHbKoe okoluko 
(Lightmap Display) pacno/iowem-ioe Ha TeppnTopnn Bmaoboto OKHa CueHbi m oTMeTbTe ra/ioMKOM 
nyHKT (Show Resolution). 

4. Ha>KMMTe (Bake) 

5. B npaBOM HM>KHeM yr/iy ctpokm coctoahmji peAaKTopa IOhmtm noflBMTCfl MHflMKaTop Bbino/iHeHkm. 




Baking Ttxturi 



% V <» 



6. Korfla 3aneKaHne 6yfleT 3aBepujeHO, Bbi yBV\f\wxe Bee 3aneHeHHbie /iai/iTM3nbi b HH>KHeM yr/iy nanenv\ 
jiaMTMsnnMHra peflaKTopa KDhmtm. 

BuflOBoe okho cueHbi KaK m BMflOBoe okho Mrpbi 6yAyT o6HOB/ieHbi - Bama cueHa 3aneMeHa! 



ToHKafl HacrpoMKa napaMerpoB 3aneKaHkifl 




KOHeMHbIM BMA BaWeM CLieHbl BO MHOTOM 
3aBMCMT OT TOTO KaK Bbl HaCT-pOkl/lH 

ocBemeHne b Baiuefi cueHe i/i KaK 3aneK/iki 
ee. flaBaMTe B3r/mHeM Ha npuMep, i~Ae Mbi 

paCCMOTpMM BCeTO JlMLUb HeCKO/lbKO 

ocHOBHbix napaMeTpoB, KOTopbie cMoryT 
yjiymunTb KanecTBo ocBemeHkm b cueHe. 

3to npocraa cueHa, cocTOHinaa M3 

HeCKO/lbKMX Ky60B l/l OAHOTO TOMeMHOTO 

ncTOMHMKa cBeTa, pacno/ioweHHoro b ee 
uempe. Mctomhmk CBeTa 0T6pacbiBaeT 
TBepflbie TeHM M 3<£(J}eKT ot hmx ec/in 

MeCTHO BbimflAHT AOBOJlbHO yHbl/lblM 1/1 
HCKyCCTBeHHblM. 



EC/1M Bbl6paTb MCTOMHMK CBeTa, TO BO 

BK/ia,qKe (Object) naHe/in 

(Lightmapping) mn yBMflMM ABa ero CBOMCTBa: (Shadow Radius) n 

(Shadow Samples). BbicTaB/ieHne 3HaMeHHfl PaAHyca TeHM (Shadow Radius) paBHNM 1.2 a 
3HaMeHne Bbi6opKi/i TeHM (Shadow Samples) paBHbiM 100 v\ noBTopHoe 3aneKaHne AacT Ha BbixoAe 6o/iee 
MflrKne TeHU - Hawe M3o6pa>KeHMe y>Ke Bbir/mAHT HaMHoro ziymue. 
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B BepcMM KDhmth npo mn MO>KeM notiTM eme Aa/ibwe m bk/ikdhmtb b cueiny mctomhmk AHeBHoro ocBemeHMfl v\ 
npocMeT Mo6a/ibHoro ocBemeHMH. Bo BK/iaAKe (Bake) Mbi BbicraBMM 3HaMeHne 

(Bounces) paBHbiM 1 v\ (Sky Light Intensity) paBHbiM 0.5. 

Pe3y/ibTaT b stom cnyMae 6yAeT Bbir/iaAeTb HaMHoro ziymue, a MMeHHo: caM cBeT 6yaeT 6anee paBHOMepHo 
pacnpeAe/ieH no noBepxHoomM o6"beKTOB a TaK>Ke mowho 6yAeT 3aMeTMTb 3c|}cj3eKT Ko/iop6/iMAHHra 

Me>KAy 3e/ieHbiM m ro/iy6biM Ky6oM - HecMOTpa Ha to hto Ko/iimecTBO o6"be«TOB b cueHe 

TaK M He M3MeHH/10Cb (TpM Ky6a M OAHH MCTOMHMK CBeTa), HO KapTMHKa npM 3TOM BbimflAUT y>Ke 33MeTHO /lymue. 
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Mode 

Use in forward 

Quality 

Bounces 

5ky Light Color 

Sky Light Intensity 




Bounce Boost 
Bounce Intensity 
Final Gather Rays 
Contrast Threshold 
Interpolation 
Interpolation Points 

Ambient Occlusion 

LOD Surface Distance 



yi7iy6/i€HHoe M3yHeHne JiaMTMsnrwHra 




(Lightmapping In-Depth) 



fl/ia 03HaKOM/ieHmi c ocTa/ibHbiMM HacTpoMKaMM, OTHOcfluUMMMCfl k JlaMTM3nnnHry noxca/iykicTa noceTMTe 
r/iaBy nofl Ha3BaHneM "yr/iy6/ieHHoe M3yHeHne /laMTMsnnMHra b KDhmtm". 



(Last update: 2013-03-07) 



OTceneHMe o6i>eKTOB (To/ibKO ana flpo K)3epoB) 




(Occlusion Culling (Pro Only)) 



OyHKMMfl OTceMeHMfl o6"beKTOB c/iy>KMT fl/isi toto, MTo6bi Te o6"beKTbi, KOTopbie He nona,qyT b none 
3peHMfl TeKymeM KaMepbi - oTceKa/incb eio, T.e. He peHqepn.ni/icb. B 3D rpa<t)MKe 3Ta c^yHKumi He 
pea/iM3yeTCfl aBTOMaTMMecKM, TaK KaK b 6o/ibiuMHCTBe cnyMaeB BHana/ie peHoepflTCfl Te o6"beKTbi, 
KOTopbie HaxoflflTca fla/ieKo ot KaMepbi, a y>xe noTOM Te, KOTopbie pacno/ioweHbi no6/in>Ke (bto 
AB/ieHne nany^mio Ha3BaHne "nepepucoBKn"). OTceMeHne 06"beKTOB no bmammoctm oT/ikmaeTca ot 
OTceMeHMfl no n/iocKocrflM bmammoctm. OTceMeHne no n/iocKocxflM bmammoctm oTK/nonaeT 
npopucoBKy Tex y^acTKOB nrpbi, KOTopbie He nonaflyr b none 3peHna aKTMBHOM KaMepbi, ho He Tex, 
KOTopbie nonaflyr b 30Hy "nepepucoBKM o6"beKTOB", T.e. KOTopbie nonaflyr b none 3peHi/m aKTMBHOM 
KaMepbi. 06paTMTe BHMMaHne - mto npn ncno/ib30BaHnn 
(Occlusion Culling) bh T3K>Ke 6yqeTe no/ib30BaTbCfl v\ 

(Frustum Culling) TaK KaK b TaHfleMe ohm .qono/iHflioT flpyr flpyra v\ no3Bo/iflioT flo6nTbcsi 6o/ibiuMx 
pe3y/ibTaTOB. 



CTpaHnua | 65 



OcHOBbi Unity 3D - HacrpoMKa Bamero pa6oHero npocTpaHCTBa 






CueHa 6e3 oTceMeHna no BMflMMbiM o6"beKTaM CueHa c oTceHeHneM no BMflMMbiM o6"beKTaM 

npouecc oTceHeHMfl o6"beKTOB (occlusion culling) HaMMHaeTca c toto, mto cnepBa co3,qaeTCfl 
BnpTya/ibHaa KaMepa, KOTopaa aHa/iM3npyeT bck> cueHy Ha npeflMeT noTeHuna/ibHo BMflMMbix 
o6"beKTOB. 3aTeM Ha ocHOBe nonyMeHHOM MHcfjopMauMM co3,qaeTCfl ynopnqoMeHHbiki nepapxuMecKMM 
cnncoK rpynn o6"beKTOB, 6/iaroflapa KOTopoMy npn pa6oTe nrpbi KawAaa KaMepa 6yaeT 3HaTb mto 
Hy>KHo noKa3biBaTb a mto HeT. CHa6>KeHHbiM stom MHctJopMauneM, KDhmtm y6eflMTca, mto 
npopucoBbiBaTbca 6yqyT Jimiib BMflMMbie o6"beKTbi cueHbi. 3to coKpaTMT mmc/io Bbi30BOB otpmcobkm m 
xopowo cKa>KeTca Ha npoM3BOflMTe/ibHocTM nrpbi. 

flaHHbie fl/ifl oTceMeHMfl (occlusion culling), npeflcraB/iflioT v\3 ce6a, coeflMHeHHbie Me>K,qy co6om 
AMeMKM. 3tm AMeMKM pa36nBaioT o6lhmm o6"beM cqeHbi Ha 60/iee Me/iKne Mac™. Ec/im 60/iee 
KOHKpeTHo, to 3tm caMbie AMeMKM o6pa3yraT co6om 6nHapHoe flepeBo. OTceMeHne o6"beKTOB ncno/ib- 
3yeT flBa tbkmx flepeBa, oaho fl/ia (View Cells) , a flpyroe fl/ia 

(Target Cells) . BuflMMbie HMeMKki co3flaK>T KapTy 

BMflMMblX 06"beKT0B, 3aHOCfl B Hee MHfleKCbl BMflMMblX CT3TMMHblX 06"beKT0B, MTO Ha BblXOfle flaeT 

60/iee KaMecTBeHHbiM pe3y/ibTaT oTceMeHna fl/ia cTaTMMHbix o6"beKTOB. 

OMeHb Ba>KHO nOMHMTb 06 3T0M, KOTfla Bbl C03flaeTe CBOM 06"beKTbl, nOTOMy MTO BaM He06X0flMM0 

co6^K)flaTb Hy>KHbiM 6a/iaHc Me>K,qy pa3MepoM Baninx o6"beKTOB v\ pa3MepoM stmx AMeeK. B n^ea^e 

Bbl He flO/l>KHbl MMeTb AMeMKM, KOTOpbie 6yflyT C/1MLUKOM Ma/lbl no OTHOLLieHMK) K BaiUMM 06"beKTaM, M 
TOMHO T3K>Ke y BaC He flO/l>KHO 6blTb 06"beKT0B, KOTOpbie nOKpblBaiOT C060M OflHOBpeMeHHO MHOTO 

HMeeK. Mo>kho y/iyMiuMTb pe3y/ibTaTbi oTceMeHMM nyTeM pa36nBKM KpynHbix o6"beKTOB Ha Me/iKne 
MacTM. TeM He MeHee, c ue/ibio yMeHbuieHkia ko/i MMecTBa Bbi30BOB npopucoBKM bh Bee paBHo MoweTe 
o6"beflkiHflTb Me>Kfly co6om Me/iKne o6"beKTbi, ec/in ohm HaxoflflTca b npe.qe.nax oahom m tom >Ke 

AMeMKM, TaK KaK 3TO HMK3K He CKa>«eTCfl Ha OTCeMeHMM 06"beKT0B. KO/l/ieKUMfl HMeeK M MHCjjOpMaUMfl 
0 TOM, KaKMe AMeMKM BMflMMbl B flaHHbIM MOMeHT TOM M/1M MHOM AMeMKOM HOCMT H33Ba HMe 



HacrpoMKa OTceneHMfl o6i>e 



■ 



(PVS) (Potentially Visible Set). 
(Setting up Occlusion Culling). 



HT06bl HaMaTb k1CnOJlb30BaTb B03MO>KHOCTk1 OTCeMeHMfl 06"beKT0B Hy>KHO npOM3BeCTM Koe-KaKne 

HacTpoMKM. fl/ifl HaMa/ia reoMeTpua Baiuero ypoBHa flo/i>KHa 6biTb pa36nTa Ha Mac™ (b pa3yMHbix 
npefle/iax). 3to BecbMa no/ie3Ho, TaK KaK b stom c/iyMae Banin ypoBHM 6yqyT pacno/io>KeHbi b mctko 
onpefle/ieHHbix 30Hax, pa3fle/ieHbi Me>Kfly co6om TaKMMM KpynHbiMM o6"beKTaMM KaK creHbi, 3flaHna v\ 
T.fl. Mflea 3aK/iioMaeTCfl b tom, mto Ka>Kflbm oTfle/ibHo B3flTbm Mem Mo>KeT 6biTb MCK/iK)MeH M3 npoc- 
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MeTa, ocHOBbiBaacb Ha flaHHbix . TaK, HanpuMep - ec/in y Bac ecTb orv\h o6"beKT, 

npeflCTaB/iaioinMM v\3 ce6fl Ha6op Ka kom-to onpefle/ieHHOM cfsypHHTypbi fl/ia MMeKDineMca b BaiueM 
ypoBHe KOMHaTbi, Torfla nv\6o Becb stot Ha6op 6yqeT oTceneH v\3 bmammoctm KaMepbi, nv\6o 6yqeT 
qe/iMKOM BMfleH. He MMeeT 6o/ibiuoro 3HaMeHna 6yfleT nv\ stot Ha6op npeflcraB/iHTb M3 ce6a orv\h 
ue/ibHbiM o6"beKT, , miki ec/in Ka>Kflbm 3/ieMeHT b stom Ha6ope 6yqeT oTqe/ibHHM 

o6"beKTOM-MenieM - v\ b tom m b flpyroM c/iynae o6"beKTbi 6yqyT oTceKaTbca M3 npoc^eia, ec/in ohm 
6yqyT BHe no/ia 3peHM5i KaMepbi. 

Ec/im BaM Heo6xoflMMo BK/iK)4MTb onpefle/ieHHbie o6"beKTbi cqeHbi b npocMeT oTceMeHMM, to fl/ia 
3Toro bh flo/i>KHbi noMeTMTb mx b OKHe MHcneKTopa KaK (Oclluder 
Static). CaMbiM 6bicTpbiM cnoco6oM b flaHHOM c/iy^ae 6yqeT Bbi6paTb Bee Hy>KHbie o6"beKTbi b BaiueM 
cqeHe v\ noMeTMTb mx Ct3tmmho OTceKaiomMMM v\ (Occludee Static). 




noMeTKa o6"beKTa fl/ifl npocMeTa OTceMeHMM 

Korfla a flo/i>KeH ncno/ib30BaTb o6"beKTbi? npo3paHHbie v\ Me/iKkie 

o6"beKTbi, KOTopbie He MoryT BbidynaTb b po/in oTceKatomux o6"beKTOB, ao/dkhh 6biTb noMe^eHbi KaK 
, ho HMKaK He . 3to 03HaMaeT, mto ohm 6yqyT npocHMTbiBaTbca npn 

OTceMeHMM flpyrnMM, 6o/iee KpynHbiMM o6"beKTaMM, ho caMM He 6y,qyT HB/iflTbCfl oTceKaiomMMM, mto 

n03BO/lMT yMeHblUMTb KO/lMMeCTBO Heo6xOflMMblX paCMeTOB. 




(Occlusion Culling Window). 



Ana onepaqnM, npenMymecTBeHHo cBA3aHHbix c OTceMeHMflMn mh peKONienqyeM BaM ncno/ib30- 
BaTb (Occlusion Culling Window) (Window- 

>Occlusion Culling). 

B OKHe HacTpoeK OTceMeHMM bh Mo>KeTe pa6oTaTb c OTceKaiomnMM MeiuaMM m c 3oHaMM OTceMe- 

HMM. 

Ec/im Bbi HaxoflMTecb bo BK/iaflKe (Objects) c orhv\m M3 

Bbifle/ieHHbix Bn3ya/iM3aTopoB TeoMeTpnn b cqeHe, to bh Mo>KeTe BbicTaBMTb/y6paTb b stom OKHe 
cooTBeTCTByKDinne cf)/ia>KKM, oTBeMaKDinne 3a to 6yqeT /in stot o6"beKT craTMMHo oTceKaioinnM v\nv\ 
CTaTMMHo oTceKaeMbiM : 
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Occlusion 



(Occlusion Cul- 
ling Window) fl/ifl Bn3ya/iM3aTopa reoMeTpnn. 




Bake 



Visualization 



Scene Filter; 

1 Q "tenderers \j Occlusion Areas 

□ Occlusion Area (Occlusion Area) 

Is View Volume 0 



Clear 



Bake 



Last bake: 
Data size on disk 
Static PVS data size 
inamic culling data size 



OB 

0.9 MB 



(Occlusion Cul- 
ling Window) fl/ifl 3oh OTceMeHMM. 



EC/1M Bbl HaXOflMTeCb BO BK/iaflKe (Objects) C OflHOM k13 

Bblfle/ieHHblX 30H OTCeMeHMM, TO Bbl MO>KeTe pa60TaTb B 3T0M OKHe C HaCTpOMKaMM, OTHOCflLUMMCfl K 

3oHaM OTceMeHMM (fl/ifl 6o/iee noflpo6Horo 03HaK0M/ieHM5i, noceTMTe r/iaBy no,q Ha3BaHneM 3oHbi 
OTceMeHMki (Occlusion Area)). 

HA 3AMETKY: no-yMO/i^aHmo ec/in Bbi He C03flaflMTe 30H OTce^eHMfl, to OTceMeHkie o6"beKTOB 6yfleT 
npuMeHeHO ko Bcefi cqeHe qe/iMKOM. 

HA 3AMETKY: Ecni/i Baiua KaMepa HaxoflMTca BHe 30Hbi OTceMeHMfl, to o6"beKTbi BMflMMbie Mepe3 Hee 
He 6yflyT oTceKaTbefl. OneHb b3>kho HacTponTb 3ohh OTceMeHMM TaKMM o6pa30M, MTo6bi ohm no«pbi- 
Ba/in co6om Bee 06/iacTM, r,qe Bania KaMepa TaK v\nv\ MHa^e Mo>xeT HaxoflMTbca, ho ec/in qqe/iaTb 

30Hbl C/1MLUKOM 6o/lbLUMMM, TO 3TO CKa>KeTCfl Ha K0/lM4eCTBe Tpe6yeMblX peCypCOB, He06X0flMMblX fl/lfl 

mx 3aneKaHMfl. 
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(Occlusion Culling - Baking). 





Object 


_J [ Visualization 


Technique 


I Automatic Portal Generation S 


Portals are generated automatically. Static and dynamic obj«ts 
are culled through portals. This allows you to open and close 
portals at runtime. This technique will cull objects most 
accurately but also has the most performance overhead on the 
CPU. 


View Cell Sire 


1 


Near Clip Plane 


0.3 


Far Clip Plane 


1000 


Memory Limit 






Clear |( Bake 



No occlusion data has been baked. 



BK/iaflKa b oKHe HacrpoeK oTceMeHMM 

(Properties) 




(Technique) 



(PVS only) 



(PV 



M nOflBM>KHbie 06"beKTbl 



o ciiiu uyiidiini. umet-Li 



(Automa 
Generation) 



3flecb mo>kho Bbi6paTb Hy>KHbiM Tun 3aneKaHMfl oTceKaeMbix 

06"beKTOB 

ByflyT oTceKaTbca To/ibKo cTaTMMHbie o6"beKTbi. flMHaMM- 
MecKne (noflBM>KHbie) o6"beKTbi 6y,qyT oTceKaTbca To/ibKo 
c noMoinbio n/iocKOCTeM BMflMMOCTM KaMep (View Frustrum). 
3Ta TexHMKa He TaK cki/ibHo Harpy>KaeT un (ueHTpa/ibHbiki 
npoMeccop),Ho mribKo flo Tex nop,noKa He HaMMHaioT oTce- 

KaTbCfl nOflBM>KHbie 06"beKTbl, MMeHHO n03T0My 3Ty TeXHMKy 

peKOMeHflyeTca ncno/ib30BaTb b nrpax c He6o/ibiuMM ko/im- 
MecTBOM flBM>KyinMxcfl o6"beKTOB m nepcoHawefi. TaK KaK 

BC51 BMflMMOCTb 06"beKT0B npOCMMTaHa 3apaHee, Bbl He 

MoxeTe 0TKpbiBaTb/3aKpbiBaTb nopTa/ibi bo BpeMa nporoHa 
nrpbi. 

CTaTMMecKne (HenoflBM>KHbie) o6"beKTbi oTceKaioTCfl ncno/ib- 
3ya fl/ifl 3Toro 3apaHee npocMMTaHHyio BMflMMocTb. flMHaMM- 
MecKne >Ke o6"beKTbi oTceKaioTCfl, Mcno/ib3ya oTceMeHne 
Mepe3 nopTa/ibi. flaHHaa TexHMKa noflflep>KMBaeT xoponiuM 
6a/iaHc Me>Kfly Harpy3KOM Ha un v\ 3t})cf)eKTkiBHocTbro oire- 

HeHMfl 06"beKT0B. TaK KaK BCfl BMflMMOCTb 06"beKT0B npocMM- 

TaHa 3apaHee, Bbi He MoweTe 0TKpbiBaTb/3aKpbiBaTb nopTa- 
/ibi bo BpeNm nporoHa nrpbi. 

nopTa/ibi reHepupyioTCfl aBTOMaTMMecKM. CraTkiMHbie v\ nofl- 
BM>KHbie o6"beKTbi oTceKaioTCfl, ncno/ib3yfl fl/ifl 3Toro nop- 
Ta/ibi. 3Ta TexHMKa no3Bo/iaeT 0TKpbiBaTb/3aKpbiBaTb nop- 
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eMKM BMflMMOCTM 



(View Cell Size) 




(Near Clip Plane) 
(Far Clip Plane) 



Ta/ibi bo BpeMfl nporoHa nrpbi m 6o/iee aKKypaTHo oTceKa- 
eT o6"beKTbi, ho 3to y>Ke 3aMeTHo cKa3biBaeTC5i Ha Harpy3Ke 
Ha un. 

0TBe4aeT 3a pa3Mep 30Hbi fl/ia Kawflofi smevucw bmammoctm. 
Ma/ieHbKne 3HaMeHMfl no3Bo/iflK)T flo6nTbCfl 6o/iee aKKypaT- 
hhx pe3y/ibTaTOB oTceMeHMM. flaHHoe 3HaMeHne ecTb KOMn- 

POMMCC MeWfly TOMHOCTbK) OTCeMeHMM m pa3MepoM c^afi/ia. 

B/in>KH5qfl n/iocKocTb flo/i>KHa MMeTb HanMeHbiuee 3HaMeHkie, 
KOTopoe 6yqeT ncno/ib30BaTbC5i BceMM KaMepaMM b nrpe. 

fla/ibHJifl n/iocKocTb Hy>KHa fl/ifl oTceMeHna o6"beKTOB. J1k)6om 
o6"beKT, HaxoflflinnMCfl 3a rpaHnqeM stom n/iocKoc™ 6yqeT 

a BTOMaTMMeCKM OTCeMeH.(fla/lbHflfl n/lOCKOCTb flO/l>KHa MMeTb 

Han6o^biuee 3HaMeHne, KOTopoe 6yqeT ncno/ib30BaHo BceMM 
KaMepaMM b nrpe). 

3tot napaMeTp HeflocryneH npn ncno/ib30BaHMH TexHUKM 
a BTOMaTMMecKOM reHepaqnn nopTa/ioB, nosTOMy ero Ha/in- 
Mne cBMfleTe/ibCTByeT o tom,mto bh HaBepHHKa ncno/ib3yeTe 
TexHMKy, ocHOBaHHyio Ha ncno/ib30BaHMM nBH Tuna 3aneKa- 

HMfl. 



Korfla Bbi HacTpoki/iM Bee 
Heo6xoflMMbie napaMeTpbi b flaHHOM oKHe, MoweTe cMe/io Ha>KaTb Ha KHonKy , rM...T.e. 

(Bake) MTo6bi HaMaTb npocMeT 0Tce4eHMM o6"beKTOB BaiueM cqeHbi. Ecnv\ bh ocTa/incb 
HeflOBo/ibHbi pe3y/ibTaTaMM npocneTa, to Mo>KeTe Ha>KaTb Ha KHonKy 

(Clear), mto6h yqa/iMTb pe3y/ibTaTbi nocneflHero Bbino/iHeHHoro npocMeTa. 



(Memory Limit) 
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B/in>KHflfl m fla/ibHflfl n/iocKocTb b TanqeMe 4)opMnpyioT co6om BnpTya/ibHyro KaMepy, KOTopaa 
Hy>KHa fl/ifl npoc4eia B03Mo>KHbix oTceMeHMM. Ec/im y Bac i/iMeeTca HecKo/ibKo KaMep c pa3HbiM 
pacno^o>KeHMeM 6/im>khmx m fla/ibHux njiocKocreii, to fl/ia npaBM/ibHoro pac^eia oTceMeHMM 
o6"beKTOB BaM c/ieflyeT BbicTaBMTb HanMeHbiuee 3Ha4eHne fl/ia 6/im>khmx rmocKocreM v\ Han6o/ibiuee 
3Ha4eHne A-na fla/ibHux - sto KacaeTca Bcex KaMep, MMeramnxca y Bac b cqeHe. 

Bee o6"beKTbi, Haxoflflinnecfl b cqeHe b/imaiot Ha pa3Mep , nosTOMy crapaki- 

Tecb pacno/iaraTb mx b npe.qe.nax stoto o6"beMa. 




Korfla Bbi 6yqeTe roTOBbi HanaTb npoc^eT OTceMeHMM, Ha>KM MTe Ha KHonKy (Bake). He 

3a6biBaMTe 0 HacTpoMKe napaMeTpa (Memory Limit) bo BKnaflKe 

(Bake tab). MeHbiiine 3HaMeHM?q no3Bo/iflK)T qqe/iaTb 60/iee 6bicTpbiM v\ MeHee TOMHbiM pac^eT, b to 
BpeMfl KaK BbicoKne 3HaMeHMfl ncno/ib3yK)TCfl b ochobhom fl/ia KaMecTBa, npn6/in>KeHHoro K 
cfrkiHa/ibHOMy. 

MMeMTe BBMfly mto BpeMfl Heo6xoflMMoe fl/ia pacMeTa OTceMeHMM qe/iMKOM 3aBMCMT ot toto, k3kom 
BaMM 6bm Bbi6paH pa3Mep jmeeK, 4)aki.na, a TaioKe MToroBoro Ka^ecma npocMeTa. KDhmtm oTo6pa>Ka- 
eT xofl Bbino/iHeHMfl pac^eTOB reHepupyeMbix nBH b HM>KHeki ^acTM r/iaBHoro OKHa. 

Korfla npoc^eT 6yqeT Bbino/iHeH, bh flo/i>KHbi 6yfleTe yBMfleTb b bmaobom oKHe cqeHbi MBeTHbie 
napa/i/ie/iennneflbi. OKpanieHHbie 30Hbi npeflcraB/uiioT M3 ce6a 30Hbi, KOTopbie o6MeHMBaK)TCfl 
Me>Kfly co6om oflHMMM m TeMM >Ke flaHHbiMM OTceMeHMM, no/iyMeHHbiMM noc/ie pacMeTOB. 

Ha>KMMTe Ha KHonKy (Clear), ec/in BaM Heo6xoflMMo yqa/iMTb pe3y/ibTaTbi Bbino/iHeH- 

HblX paCMeTOB OTCeMeHMM. 



o K)3epoB) 



(Occlusion Area (Pro Only)) 



HTo6bi npuMeHMTb oTceMeHne k noflBM>KHbiM (flUHaMMMHbiM) o6"beKTaM BaM Heo6xoflMMo 6yqeT 
co3flaTb (Occlusion Area), 3aTeM M3MeHMTb ee pa3Mepbi, 4To6bi oHa noKpbiBa/ia 

co6om Bee to npocTpaHCTBo, b kotopom 6yAyT nepeMemaTbca stm o6"beKTbi (caMo-co6oM, mto TaKne 
o6"beKTbi He MoryT 6biTb noMeMeHbi KaK cTaTMMHbie). 3oHbi OTceMeHMM mo>kho co3flaBaTb, npocro 
flo6aB/iflfl KOMnoHeHT «3oHa OTceMeHMM» k nycTbiM nrpoBbiM o6"beKTaM. (b Men\o Bbi6paTb 

(Com ponent-> Rendering- >Occlusion Area). 



noc/ie co3flaHMfl , Bbicra BMTe ra/iOHKy HjJj 

Is Target Volume fl/ifl Toro, MTo6bi stom 30hom oTceKa/incb Bee noflBM>KHbie o6"beKTbi 

(npoqo/iweHMe Ha c/iefl. crpaHMLie...) 



CTpaHMua I 71 



OcHOBbi Unity 3D - HacrpoMKa Bamero pa6oHero npocTpaHCTBa 




HaCTpOMKM 30Hbl OTCeMeHMM fl/lfl nOflBM>KHblX 06"beKT0B 



(Size) 
(Centre) 



npOCMaTDMBaeMblM 06"beMOM 



(Is View Volume) 



(Is Target Volume) 
(Target Resolution) 




(High) 



Onpefle/iaeT pa3Mep 3oHbi OTce^eHMM. 

ll03B0/lfleT BblCTa BMTb qeHTp 30Hbl OTCe^eHMM. 

no-yMo/maHMio ero 3HaMeHne paBHo 0,0,0 m pacno/io>KeH 
oh KaK npaBM/io b ueHTpe uBeTHoro napa/i/ie/iennnefla. 

Onpefle/iaeT, r,qe Mo>KeT HaxoflMTbca KaMepa. BbicraB/iflkiTe 

3T0T (}3.na>KOK, eC/lM BaM He06X0flMM0 OTCe4b CTaTM4Hbie 

o6"beKTbi b 3oHe OTce^eHMM. 



ok ec/in BaM Heo6xOflMMO 
OTCeHb nOflBM>KHbie 06"beKTbl. 



Onpefle/iaeT to, HacKo/ibKo TOMHbiM 6y,qeT pac^eT oTceMeHMM 
BHyTpn 30Hbi. 3tot napaMeTp B/inaeT pa3Mep smeeK b 30He. 



PaC4eT npOM3BOflMTCfl 6blCTpO, HO M T04HOCTb OCTaB/lfleT 

>Ke/iaTb /lymuero. 

Ec/im BaM Hy>KeH 6a/iaHc Me>K,qy cKopocrbio m Ka^ecrBOM, to 

3TO TO, <4TO BaM Hy>KHO. 

PacMeT 6yfleT v\pjv\ flo/ibiue, ho m KaMecTBo 6y,qeT 3aMeTHo 
jiymue. 
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(Very High) 



(Extremely High) 




Mcno/ib3yMTe sto 3HaMeHne, To/ibKo ec/in BaM Hy>KHo no/iy- 
MMTb 6o/iee BbicoKoe KaMecrBo, ho MMefiTe BBMfly - bto 3av\- 
MeT Ha nopaflOK 6o/ibiue BpeMeHM MeM ec/in 6bi bh Bbi6pa/in 
BbicoKoe KanecTBo. 

Mcno/ib3yMTe sto 3HaMeHne, ec/in BaM Hy>KHo no/iy^MTb tomho 

T3KOM >Ke pe3y^bTaT OTCeMeHMfl fl/151 flBMWyLflMXCfl 06"beKT0B, 
KaK M fl/lfl CTaTMMHblX. Ho 3TO 33MMeT O^eHb MHOTO BpeMeHM. 



noc/ie toto KaK bh flo6aBM/in 3oHy OTceneHMM, BaM Heo6xoflMMo npoHa6/iK)flaTb KaK oHa 
nofle/iMT napa/i/ie/iennnefl Ha wev\Kv\. HTo6bi oTcneflMTb to, KaK 6yqeT npocMMTbiBaTbca 3oHa 
OTceMeHMM, Bbi6epeTe onqnio (View) b napaMeTpax (Edit) 

(Occlusion Culling Preview Panel). 




■ View 
Lines 

■ Portals 





(Testing the generated occlusion). 



noc/ie toto KaK pacMeT 6h/i npon3BefleH, bh Mo>KeTe npoiecTupoBaTb to, mto no/iyMM/iocb b 
MTore, nyTeM aKTMBaqnn OTceMeHMfl 06"beKTOB (b nanenw 

b pe>KMMe Bn3ya/iM3ai4Mn) v\ nepeMemaa (Main Camera) b 

BMflOBOM OKHe cqeHH. 



mm 



Occlusion Culling 



■ View 
Lines 
Portals 

^Occlusion culling 



Pe>KMM npocMOTpa OTceneHMM b Bmaobom OKHe CqeHH 

Bo BpeMfl nepeMemeHMfl KaMepn no cueHe (HaxoflMTecb bh b Pe>KMMe Mrpn v\nv\ ner), bh 
3aMeTMTe KaK pa3/iMMHbie o6"beKTH cueHH 6yqyT to MCMe3aTb, to noflB/urrbCfl. Ba>KH0CTb .qaHHoro 
npouecca coctomt b tom, mto tbkmm o6pa30M bh 6yqeTe 0T/iaB/iMBaTb olum6km pe3y/ibTaTa pacneTOB 
OTce^eHMM. Bh 3aMeTMTe o6"beKTH, KOTopne BbiflaioT oujm6km no TOMy KaK ohm 6yqyT BHe3anHo 

BblCKaKMBaTb B BMflOBOM OKHe BO BpeMfl nepeMeifleHMfl KaMepbl. OflHMM M3 BHXOflOB M3 flaHHOM 

CMTyaqMM flB/iaeTCfl /im6o cMeHa BbixoflHoro pa3penieHMfl (ec/iM bh MMeeTe Reno c qe/ieBHMM 
o6"beMaMM), /im6o nepeMemeHMe o6"beKTOB b cqeHe t3kmm o6pa30M, mto6h ycTpaHMTb flaHHHM 6ar. 
fl/ifl 0T/iaflKM npo6/ieM, cBH3aHHbix c oTceMeHMAMM o6"beKTOB, bh Mo>KeTe nepeMemaTb [~7iaBHyK) 
KaMepy k npo6/ieMHHM 06/iacrflM fl/ia mx tomc^hom npoBepKM. 
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Korfla npoqecc pacMeTOB 6y,qeT 3aBepweH, bh yBMflMTe b oKHe npoeKqun MBeTHbie napa/i/ie/ie- 
nuneflbi. CnHeBaTbie napa/i/ie/iennneflbi npeflcraB/iflioT co6om smeMKM (Target 
Volumes). Be/ibie napa/i/ie/iennneflbi npeflcraB/iflioT co6om aqeMKM 

(View Volumes). Bee ohm pa36MBaK)T stm o6"beMbi Ha Me/iKne 4acTM . Ec/im napaMeTpbi 6bmn 
BbicTaB^eHbi npaBM/ibHo, Bbi 3aMeTMTe mto ^acTb o6"beKTOB He BMflHa b cueHe. 3to noTOMy mto nv\6o 
ohm HaxoflflTca BHe nana 3peHMfl KaMepbi, nv\6o ohm 3aKpbiTbi flpyrMMM o6"beKTaMM. 

Ec/im nocne 3aBepnieHMM Bcex pacMeTOB b Banieki cueHe Bee o6"beKTbi no npe>KHeMy bmahh, T.e. 
He oTceKaroTCfl, 3HaMMT BaM Haflo nonpo6oBaTb pa36nTb mx Ha 6o/iee Me/iKne Mac™, KOTopbie 
yMema/incb 6bi BHyTpn jmeeK. 



flopTa/ibi OTceneH 



(Occlusion Portals) 



HT06bl C03flaTb OTCeKaiOLUMM npMMMTMB, KOTOpbIM MO>KHO 6yfleT OTKpblBaTb/3aKpblBaTb BO BpeMfl 

nporoHa nrpbi, KDhmtm ncno/ib3yeT (Occlusion Portals). 




(Open) 



noKa3biBaeT oTKpbiT/in nopTa/i v\nv\ 

HeT (CKpumyeMafl B03MO>KHOCTb) 



(Center) - YcTaHaB/ii/iBaeT ueHTp 30Hbi 

OTceMeHMM. rio-yMo/iMaHMK) ero 
3Ha4eHne pa bho 0,0,0 v\ pacno/io>KeH 
oh KaK npaBw/io b ueHTpe napa/i/ie- 
ziennnefla. 

(Size) - Onpefle/iaeT pa3Mep 3oHbi OTceMe- 
Hklfl. 



floc/ieoHee o6HOB/iemie: 2013-04 



(Last update: 2013-04-08) 
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Com a we Hue 06 MMeHoeaHMfix TepMMHOB npuHHTbie b 
HacTonu^eM nepeBOfle pyKOBOAcrsa (no a/i<t>aBHTy): 

A 

Asset - KOMflOHeHT 

AssetBundle - c6ophmk KOMnoHemoB 
Asset Server - cepeep KOMnoHemoB 
AssetStore - xpaHM/iume KOMnoHemoB 

B 

Breadcrumb trail - aflpecHan uenb 
F 



Freeze - cpMKcaukin unu 3aMopo3Ka 
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ICOn - 3H3HOK 

G 



Gizmo - KOHTeiiHep TpaHccbopMautm 



TpenaeTcn b tskhx snetAemax ynpaB/iemifi KaK 

B3HM6) 



TepMMH o6o3Hanaiou4MM-KapKac, ceTKy 3fl MOfle/in) 



M 

Mesh - M3LLI 

p 

Pipeline - npouecc co3flaHnn Hero-/in6o 
Prefab - 3aroTOBKa 

R 

Runtime - nporoH 
V 




poqecc Bbino/iHneMbiM b momcht pa6oTbi iirpbi) 



Versioning System - cuaeMa kohtpo/ih BepcMM 
View - BMAOBoe okho 
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